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FROM THE EDITORS 


Yup, you read it right, that’s Editors, plural. I’m very 
happy to announce that J. Michael Tisdel has come 
aboard the globe-trotting game extravaganza that is 
Fictional Reality. Ok, maybe that’s a bit of an over-hype 
of Fictional Reality but we’re glad to have readers from 
all over the world and I’m really happy to be working 
with Michael. I’ve known and gamed with Michael for 
many years now and It’s likely that you know of him 
from his English translations of Confrontation that 
certainly helped open up the US market for the game. 
Anyway, I'll let Michael hit you with his own introduction 
later on this page. 


We've been playing Traveller”? lately and I’ve found it 
very enjoyable. It definitely reminds me a lot of the old 
boxed Traveller game that we tinkered with many years 
ago. 


Plans for attending GenCon are underway here and now 
I have a whole new decision to make, Indianapolis in 
July or Anaheim in December. Oh, damn these terrible 
decisions! 


Let’s talk music for a second, just a second I promise. If 
you've heard it I think that you'll have to agree that 
“Time to Die” by Andrew W.K. has got to be the most 
suitable song to game by that’s come out in I don't 
know how long. It also makes death-match games of 


Halo extra special and juicy. If you haven’t heard the 
song check it out, I’m sure you'll agree. 


Back on the gaming front I’m really hyped about d20 
Modern and in this issue of Fictional Reality you'll find a 
review of Ultramodern Firearms [Green Ronin] by 
Charles Ryan and The Second World Sourcebook 
[Second World Simulations] in addition to lots of other 
d20 reviews that you’ve come to expect. 


On the miniatures end of things I've been playing a 
couple of games lately, two of which you'll see battle 
reports of in this issue. IK: Warmachine and 100 
Kingdoms are both relatively new kids on the block and 
both deserving of some table-time. Each is a fantasy 
game, but they are very different in design and scope. 
Check them out, I’m sure you'll end up liking one if not 
both of them. 


Add to that a plethora of miniature reviews, a couple of 
game reviews, some fiction and the ever-present 
Standing Orders article from Deano C. Ware and you 
have a fair amount of reading ahead of you. 


Until next time, have lots of fun and make sure that 
more of your opponent's guys are dead at the end of the 
day. 


Mark Theurer 
Uh.. hello? Is this thing on? 


Howdy. I'm Michael Tisdel and with this issue, I joining 
the editorial board of Fictional Reality. I've been 
providing articles for Mark since the first issue, so I'm 
kinda familiar with how things work around here. 
Though the amount of work required to put it together 
was more than I originally thought. No, I'm not 
complaining.... much. 


I've been thinking about plenty of stuff to put in this 
column over the past few months, but there's not any 
room for the big ones - world hunger, reducing spam, 
and figuring out the perfect 40k tournament force - so, 
I'll just give you my bonafides: 


I've been playing wargames of one form or another for 
over 30 years - starting with the original 3-book set of 
Dungeons and Dragons and the original Chainmail using 
some plastic soldiers made by Brittans. In those years, 
I've played about everything from Go and Chess through 
Advanced Squad Leader, Diplomacy, and Europa up to 
Warhammer and, of course, Confrontation. 


I'll keep working on simplifying the other topics - 
especially the 40k thing. 


J. Michael Tisdel 


Welcome to another installment of Standing Orders 
and our first issue for the year 2003! Hopefully this 
gaming year will be brighter than last year which was 
characterized by the bad economy and the loss of many 
good gaming companies in one form or another. One of 
the companies we saw close its doors last year was 
Agents of Gaming, the makers of Babylon 5 Wars and 
this month’s Standing Orders profile: GROPOS. 


I first came across GROPOS two years ago at GENCON. 
A guy sitting at a table asked me to play a game and I 
was hooked. GROPOS was created to simulate the 
ground combat that occurs between the races in the 
highly popular sci-fi television serial: Babylon 5. While 
Babylon 5 (the game and the show) focused almost 
exclusively on intergalactic and stellar combat aboard 
futuristic starships, combat in GROPOS occurs on the 
battlefields of the future but is fought in very much the 
same way as it is fought today with tanks, artillery, air 
units and infantry. In addition to being the ground 
combat module for its Babylon 5 Wars series, GROPOS 
was also intended to be the core rules system for 
Agents of Gaming’s “MAXIM Core _ Rules”. 
Unfortunately with the demise of the television 

show in 2001, Warner Brothers terminated the Babylon 
5 Wars and GROPOS licenses it had sold to Agents of 
Gaming. 


What You Get -- The GROPOS rulebook is 
approximately 128 pages. And as rulebooks go it has 
just about everything you could want. In addition to the 
basic rules there are advanced rules, army ists, 
scenarios and cardstock makers and counters. There is 
even an index in the back of the book, which is rare for 
miniature gaming rulebooks. About the only things 
missing from the rulebook are a modeling, painting or 
hobby section which has almost become standard for 
most mass market miniature rules now days; and 
background fiction. However, neither of these detract 
from the rules at all, especially the fiction since the 
television series was still airing when it was first 
published and that provided all the fiction you would 
need. 


What You Need -- In order to play GROPOS you will 
need a wide assortment of dice from a d4 up to at least 
a di2 including a d8 in between. You will also need the 
miniatures, which are actually quite nice and can 
probably be used in almost any modern or near futuristic 
miniature combat game. In addition to the miniatures 
and the dice you will also need the Data Cards that 
come in each blister of miniatures. This could be 
especially problematic for anyone considering purchasing 


WASTER BOC TH 


MAXIM CORE RULES 


the rules and using proxies because even though the 
most common Data Cards appear in the Army List 
section of the rules, you will need to reproduce them in 
some manner as they are used to record damage to a 
unit and its systems. Finally, you will also need the 
markers and counters included at the back of the 
rulebook. 


What You Are Told -- As I mentioned earlier, GROPOS 
was supposed to be the core rulesbook for the Maxim 
Core Rules System. However, with the demise of the 
Babylon 5 license, Agents of Gaming also appears to 
have abandoned the Maxim Core Rules System. 
According to AOG, Maxim was supposed to be “a set of 
comprehensive ground combat rules designed to fit into 
any modern or future era of science fiction battles 
involving men, tanks, scouts, aircraft and more. Not only 
will these rules cover the ground armies of the Babylon 
5 universe, but supplements extending beyond this rich 
universe will also be made available.” Unfortunately 
none of that ever came to be, however the rules 
themselves appear more than adequate for the task. 


What You Will Discover -- To play GROPOS is to love 
it. Even if you are usually not inclined to play modern or 
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or futuristic combat games you will be attracted to 
GROPOS’ fast but intuitive combat system. When I first 
tried GROPOS the Babylon 5 world was_ totally 
unappealing to me but after one game of seeing a 
Minbari Federation Shriek Battle Tank in action with its 
hovering capability and heavy disruptors cannons I was 
hooked. Which brings up one of the most appealing 
aspects of GROPOS and that is how it so effectively 
gives each vehicle, unit or squad its own unique profile 
that makes learning how to use them effectively 
challenging but highly rewarding. 


What’s Old -- Actually there isn’t much in GROPOS 
that most gamers will have seen before. I know I said 
the same thing last issue about Vampire Wars but once 
again this is the type of game that challenges all the 
norms. There are some familiar rules mechanics but the 
overall presentation of the material is completely new to 
this genre of miniature gaming. 


What’s New -- What makes GROPOS work is its 
combat system so its worth explaining in some detail: 
The first event that occurs in combat is a “to hit" roll. 
The to hit roll is made with a variable “targeting” die and 
a variable “crew” die meaning what type of die you roll 
(d6, d8, etc) depends on the targeting technology of 
your vehicles and the quality of your crews. Once these 
dice are rolled the “total’ must equal or exceed the 
target's “profile’. If a hit is scored, the result on the 
“crew die is added to the weapon's attack characteristic 
(DvD if firing at a vehicle, DvA if firing at personnel). In 
order to damage a target the result must equal or 
exceed the target's “damage" rating, however if the 
result equals or exceeds its “destroyed” rating then the 
target is destroyed outright. If the target is not 
destroyed outright it will either take a point of general 
damage until it reaches its total and is destroyed (basic 
rules) or under the Enhanced Damage rules it will take a 
point of damage to a specific component (i.e. weapons, 
sensors, etc.) until that component is rendered 
inoperable or the vehicle is destroyed. 


What’s Familiar -- What's familiar with GROPOS is 
another one of the things that really makes the system 


work and that is despite its unique combat resolution 
process, players who use traditional combat tactics will 
be rewarded for such tried and true maneuvers as 
flanking, rear attacks, spotting and pinning. In short, 
with GROPOS it is possible to play the game and not 
just play the rules. 


What’s Good -- While just about everything in the 
GROPOS rulebook is good, you can't profile this game 
without commenting on the superb line of miniatures 
produced in support of it. These miniatures include the 
vehicles and weapons of the four principle races of 
Babylon 5: the Earth Alliance, Minbari Federation, Narn 
Regime and Centaur Republic. Each race has its own 
unique fighting machines with their own unique abilities. 
The Earth Alliance relies primarily on the stern Thor Main 
Battle Tank and its formidable Bilpro cannon. 
Devastating up close but limited in range. The Minbari 
on the other hand wield probably the most advanced 
tank in existence in the Shriek Main Battle Tank. The 
Shriek MBT is armed with heavy disruptors with the 
power of the Bilpro but almost one and half times the 
range. Making them a threat far away and up close. Add 
to that the fact that these tanks hover over any terrain 
and when they take to the battlefield they are the 
hunter and everything else is the prey. Though not as 
versatile as the Shriek, the Centauri Hexus MBT has the 
second most powerful cannon in the game in the 68mm 
Gauss coil gun combined with the same range found in 
the Minbari heavy disruptor. Finally, come the Narn who 
do not have any tracked vehicles such as tanks per se 
but deliver the same capability in wheeled fighting 
vehicles such as the D’VaTren Armored Vehicle equipped 
with the 10-R-65 Gauss Gun - the most powerful cannon 
in the game but also the shortest ranged cannon in the 
game. 


What’s Bad -- The worst thing about GROPOS is that 
the game is no longer in production and even when it 
was, it was not widely distributed. While I’m sure you 
can find the rulebook finding the miniatures is an 
entirely different matter. In addition, even if you find 
some of the miniatures, like I did at one of my local 
hobby shops, the miniatures are quite 
expensive. Blisters which _ typically 
include three vehicles range from $12 
to $20, while you can buy whole 
“companies” in boxed sets that sold for 
$60 to $70. 


What I’m Going to Do with These 
Rules -- I actually bought into 
GROPOS late and it was the first non- 
medieval game system I _ have 
purchased in some years. However, 
whether or not I keep it or auction it 
off on ebay, will largely depend on how 
many of the other races miniatures I 
can find and how much I will have to 
pay for them. 


Sliepner Recon 
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D2Q0 PRODUCT REVIEW 


ULTRAMODERN 
FIRGARMTIS 


BY CHARLES RYaN (2. 


REQUIRES THE USE OF 020 MODERN 23 
PUBLISHED BY WIZARDS OF THE GOAST@ SARTO 


BASICS 


Ultramodern Firearms is a  158-page hardcover 
sourcebook from Green Ronin Publishing that covers 
guns, guns, and more guns for the d20 Modern 
Roleplaying Game. It has a full cover and black & white 
interior art with a retail price of $27.95 USD. 


BETWEEN THE COVERS 


Ultramodern Firearms for d20 Modern is written by 
Charles Ryan, the author of Ultramodern Firearms for 
the Millenium’s End rpg. His book was widely regarded 
as THE book of guns. If you had that, you had what 
you needed. It didn’t matter if you were playing another 
rpg, you could make it work, it was that good. 


Before getting to the heart of the matter, which in this 
case is lots of guns, I have to say that I learned quite a 
bit just from reading the introduction to each section of 
the book. I’m not a gun collector or historian and pretty 
much what I know about guns really comes from the 
movies, but after just a couple of paragraphs from Mr. 
Ryan I feel much more informed and it was done is a 
way that will not confuse the reader, but inform them. 


by Mark Theurer 


There are seven chapters in the book (Pistols, 
Submachineguns, Assault Rifles, Rifles, Shotguns, 
Machineguns, and Ammunition) along with a glossary 
(great for us not in the know), a table of where weapons 
are in use (supremely helpful if you are running an 
adventure in Iran and want to know what the local army 
would be armed with), and tables of all of the guns 
presented in the book. You also get nine new feats (gun 
related, imagine that) and conversion rules for using the 
Vitality/Wound damage rules presented in other d20 
games. 


Each chapter starts off with a page or two of 
introductory information which is long enough to get you 
familiar with each type of gun, but smartly keeps away 
from the minutia that could make your eyes cross. Want 
a pistol that will be easier to get past security guards in 
the evil government embassy that you'll be infiltrating 
while posing as diplomats? You'll find it here. A gun in 
this book is not just a set of numbers. It’s a short 
information session about the firearm, stats, and if 
applicable extra rules such as the Colt Agent giving you 
a +2 bonus to Sleight of Hand checks to conceal it. 
Weapons are accompanied by a very clear line drawing 
of the gun so your players can know what they’re totting 
around without you needing to pick up a copy of ‘Soldier 
of Fortune’ magazine. The chapter on Ammunition was 
really informative, especially from a lay person's point of 
view. 


One especially excellent portion of the book was the 
Features Index. It lists which features (like being 
Concealable, its Ease of Use, being Common, etc...) are 
native to which guns and which guns are great in 
respect to these features. Glocks are great on Reliability 
(and good on almost everything else) and while the Colt 
M1911A1 may be Common and _ Inexpensive, _ it’s 
otherwise fairly unremarkable. 


VALUE 


This is a great sourcebook, one whose use I would easily 
recommend even outside of the d20 Modern Roleplaying 
Game. If you're playing in a d20 modern campaign 
where you're trying to figure out ‘why’ the bad guys hate 
us and see if you can placate them into leaving us alone 
then this is not your book. If you want to see what the 
bad guy’s insides look once they are on the outside then 
you are on the right track with Ultramodern Firearms. 
Lock and load! 
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BASICS 


Plot & Poison: A Guidebook to the Drow is a 160-page 
softcover book with color cover and black & white 
interior art that is the next offering from Green Ronin in 
the ‘Races of Renown’ line of racial profile (oh, can I say 
that in today’s P.C. environment?) books. It has a retail 
price of $24.95 USD. 


BETWEEN THE COVERS 


Plot & Poison is broken up into eight chapters (The Way 
of Darkness, Religion and Gods, Creatures of Underdark, 
Prestige Classes, Skills and Feats, Equipment, Spells and 
Magic, and Magic Items) each of which adds another 
layer of detail to the Drow in Dungeons and Dragons. 
There is also an ongoing piece of fiction spread 
throughout the book that’s an interesting read and a 
comprehensive set of charts, a few NPC's and an index 
(By now you know how much I love a good index!). 


As much of a sucker as I am for Prestige Classes I found 
the first chapter to be my favorite. Don’t get me wrong, 
there’s nothing wrong with the PrC’s in Plot & Poison, 
there are sixteen of them and they could adda lot of 


by Mark Theurer 


flavor to your favorite Drow character, but the first 
chapter (The Way of the Darkness) really takes the time 
to present Drow society in an easy-to-digest fashion and 
also provides thoughts on running an evil campaign and 
some alternates to the standard Drow perceptions, 
which can be used to create a different kind of campaign 
or used just to throw off your players. 


In the Creatures of Underdark chapter you'll find all 
sorts of new monsters to throw at your players or they 
could team up with them! The Skills and Feats chapter 
is quite extensive, providing dozens of new Feats and 
several new ways to use existing skills. Perform (Attack 
Flourish) is mighty cool and could even go a long way to 
build an Elven Wardancer (surface elf) of Warhammer 
Fantasy fame. Sacrifice Familiar (General Feat) is just 
plain mean and I can see a Drow sorceress wasting her 
familiar to boost the DC of a spell that she needs to save 
her butt. 


Drow Adventurers will find lots of new equipment (arms, 
armor and mundane stuff) along with new mounts more 
appropriate for the subterranean dwellers. Lots of new 
spells (arcane and divine) and new ways of casting them 
(sacrificing your servants), “Ok, looks like you’re next 
Skippy.” <<CHOP>> Very Drow-like. 


VALUE 


Plot & Poison was a very interesting book and I see it 
being most useful to two groups of Dungeons and 
Dragons players. First, those GM's that want to run 
either a Drow-centered campaign or those that will 
feature Underdark as a main region where their party 
will travel. In either case it would make an invaluable 
resource and is well worth the price tag. Second, a 
player of a Drow, or maybe several, player characters 
will find as much use out of this book as one would find 
in the standard ‘class’ books. The artwork is mostly at 
the same standard of other Green Ronin books with 
quite a few piece being way above the norm and very 
nice. You will run into a few shots of upper female 
anatomy showing (if you know what I mean and I think 
you do), so just FYI. I was also pleasantly surprised 
that while generally evil in nature (the Drow, not the 
guys at Green Ronin) Plot & Poison did not go to such 
an extreme as the recent article on Drow in Dragon 
magazine. They're still bad and nasty and evil, it just 
wasn't presented in the same ‘in-your-face’ way in my 
eyes. Good, detailed book and a worthy addition to the 
series. 
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BASICS 


The Witch’s Handbook, from Green Ronin Publishing, 
adds another viable core character class to the game of 
Dungeons and Dragons. Like other books in the 
Master Class series, The Witch’s Handbook provides 
all of the information that is needed to use this class in a 
campaign. The witch is presented as practicing a unique 
style of arcane magic. To quote the book a witch’s 
magic is “...born not of intellectual study and research, 
nor of the power inherent in the blood, but from an 
understanding of nature and simple hearth wisdom.” 
The authors sum up their version of witchcraft better 
than I can. 


BETWEEN THE COVERS 


The first thing that really caught my attention when I 
first glanced through this book was their disclaimer on 
page three. To paraphrase: this book is not meant to be 
a guide to any neo-pagan religion or spiritual practice 
and the herbalism section should not be taken as a real 
guide to medicinal or therapeutic herbs. This book is 
meant for role-playing games and nothing else. “The 
material in it is presented in the spirit of fun and 
enjoyment, not to educate or parody.” 


by Brian Ahrens 


With the disclaimer out of the way let us proceed on to 
the good stuff. 


The Witch’s Handbook is organized in chapters that 
cover information about witches and witchcraft, their 
traditions, history, abilities, rites and more. This book 
includes everything needed to play witch characters in 
your campaigns or use them as non-player characters. 
Chapter One: The Way of the Witch describes the witch 
character class and its abilities. It provides several 
witch-related prestige classes, along with an overview of 
the traditions of witchcraft and the roles of the witch in 
history and mythology. Each class comes with at least 
two sample characters, which are usable as non-player 
characters. 

Chapter Two: Skills and Feats cover the use of existing 
skills with witches. An emphasis is given to the Heal and 
Profession (herbalist) skills. New feats and metamagic 
feats, suitable for witches are described. Many of these 
feats are suitable for use with other character classes. 
Chapter Three: Tools of the Craft gives descriptions of 
the many tools that are used by witches. Included is a 
look at herbalism and the medicinal and magical uses of 
herbs and plants. Information is also provided on 
alchemical creations, ritual tools and components and 
magic items created and used by witches. 

Chapter Four: The Craft of the Wise looks at the magical 
side of witchcraft. This chapter gives rules for ritual and 
cooperative spellcasting, granting witches (as well as 
other casters) wider flexibility and power but more time, 
effort, and preparation of spells offset these bonuses. 
Last but not least are the witch spell list and the 
description of various new spells, with notes on 
changing some existing spells to fit with the style of 
witchcraft. 


VALUE 


The Witch’s Handbook gives a buyer very good 
content for the price (MSRP $14.95 US). The buyer 
receives five prestige classes, fifteen new feats, over a 
dozen new spells (plus new uses for old spells), rules for 
ritual and circle magic, thirty new potions, an assortment 
of magic items and expanded rules for the Heal and 
Profession (herbalist) skills. As a bonus, this book 
contains nice artwork by Drew Baker, Storm Cook, and 
Stephanie Pui-mun Law. If you need more variety in 
your campaign, then head out to your local game store 
and pick up a copy of The Witch’s Handbook. 
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BASICS 


Denizens of Freeport (DoF) is the next volume in the 
continuing, and very interesting, evolution of the fantasy 
city of Freeport by Green Ronin Publishing. It is a 96- 
page perfect bound book with a color cover and black 
and white interior art. It provides DM's with many new 
NPC’s to populate Freeport with who can all interact with 
your party and can all be a source of information, 
adventure or a well-deserved beating. It has a retail 
price of $18.95 USD. 


BETWEEN THE COVERS 


All of the characters in DoF are provided with a name 
(well, I’m sure you expected that) and also a word or 
two that describes their role in the bustling and dirty city 
of Freeport. You'll see people described as “Suicidal 
Guide”, “Sociopath for Hire”, “Swashbuckling Burglar” 
and more. These give an immediate and nice flavor to 
this group of rapscallions. 


You'll find just under seventy entries in DoF each with a 
full stat block that includes everything that you’d expect 
(feats, weapons, spells, etc) and several paragraphs 


by Mark Theurer 


detailing their background, how they came to Freeport, 
what they do in there and why they do it. Many 
references are made to locations in the Freeport: The 
City of Adventure book. Could you get by without the 
basic Freeport book? Yes, but it won't be as rich and 
you'll have much more work to do on your own building 
the city from the ground up and the guys at Green 
Ronin have already put it together for you. But, if you 
are determined to use a city of your own creation then 
your population can certainly still benefit greatly from 
the citizens presented in DoF. Another reason, but not a 
strict requirement, that you'd like to have Freeport: The 
City of Adventure is due to the fact that the Prestige 
Classes in that book are also referenced here. 


The characters range in level from 1 (a neutral street 
urchin) to 15 (a chaotic-evil female barbarian) and 
everywhere in between. Some of the characters are 
‘normal’ in that you’d expect to see them in a seedy 
town like Freeport, but they have also gone to great 
lengths to add characters that are not just different, but 
memorable...like you'd expect to see in a seedy 
cosmopolitan rat infested town like Freeport. A Mind- 
Flayer Pirate, Goblin Fire Fighter, and Half-Orc lawyer 
are just a few of these. I also like the fact that pretty 
extensive use of the NPC classes from the Dungeon 
Masters Guide are used here. Commoners and the like 
are, and should be, all over the place. “The world needs 
ditch diggers too!” 


The backgrounds and physical descriptions are well done 
and each character could easily be used as a one-off for 
a visiting player. The wide range of classes and levels 
means that you should easily find one to drop into your 
game as a PC if needed. Finally, each character has a 
several adventure hooks associated with them that you 
can use to build full-blown or mini adventures. 


VALUE 


Denizens of Freeport is certainly more for DM's than 
players but that does not decrease its value in my eyes 
as what it provides is a huge amount of information and 
seeds for literally hundreds of adventures. Between this 
and the base Freeport book you could do nothing but 
adventure in that pirate’s refuge. The art ranges from 
good to very good and is done by several different 
artists in as many styles. The only thing that really 
would have added to this book is if it was a hardback 
like Freeport, but that’s just a wish and not a gripe. 
Excellent book here! 


D2Q@ PRODUCT REVIEW 


Hondbook, third edition, published by 
Wizords of the Coost ®. 


Requires tha use of Dungeons & Dragons © Ployer’s ‘ —. 
Bel 


BASICS 

Raw Recruits is a supplemental book for the game of 
Dragonstar. It contains a very detailed scenario and a series of 
adventures for the Dragonstar setting that is meant to take 
Player Characters from 1° up to 6" level. The book is a 160 page 
softbound book put out by Mystic Eye Games. The cover and 
interior art are mostly comic book quality with the cover and first 
16 pages done in color. The quality of the book appears to on par 
with other currently available softbound source books, but the 
actual formatting leaves something to be desired as the font, line 
spacing and organization vary enough from page to page to be a 
little distracting. Use of the book requires you to have the 
Dungeons & Dragons Player’s Handbook, third edition by Wizards 
of the Coast, and the Dragonstar Starfarer’s Handbook. The 
book's retail price is $24.99 USD. 


BETWEEN THE COVERS 

There are four main adventures and over a half dozen short 
encounters for the GM to sprinkle in where appropriate. Before 
the book gets into the Primary missions, it details the background, 
the setting and the primary personalities that the PCs will become 
very familiar with. This does a fairly good job of providing the 
theme for the entire book. The adventures are then listed in 
order, with each having all the necessary detail, background, 
encounters, etc for the GM to walk the PCs through the entire 
adventure. At the end of each adventure there are the stats for 
the NPC’s and Monster required for the particular adventure. 
Unfortunately there are no “quick reference” sheets, or look-up 
tables anywhere in the book, so finding any particular stat or 
reference always requires a bit of page flipping. 


by Clay Richmond 


To me, looking at it as a prospective GM, the strength of the book 
lies in the detail and the “fluff” provided. The weakness is 
organization and ease of use. Both the Table of Contents, and the 
index in the back, is near to useless in my opinion. The Table of 
Contents only has five and the index I would think would 
embarrass any publisher. I would have to guess that someone 
pushed the “Create Index” button on his or her formatting 
program, and then never looked to see what it spat out. Near to 
half of the entries are alphabetized by their paragraph or section 
number rather than the title, and most of the other entries are 
alphabetized by the straight section heading (i.e. there are 18 
entries in a row that are under the letter “T” because they start 
with the word “The”). Really, the only use I can find in the index 
is locating NPC's since their sections happen to have started with 
their name, so they happen to have been alphabetized correctly. 


Another weakness as far as I’m concerned, is ease of use while 
playing. The stats for the NPC’s and Monsters are all there, but 
they are listed in one long continuous sentence that wraps over 6- 
10 lines. For me, this makes for a lot of time spent hunting for the 
one stat you need. Although I have seen this style used before, 
most people are well acquainted with, and used to, the more 
standard d20 format used by other publishers. In my mind that 
format had a reason for being the way it is (namely being able to 
quickly get a desired stat in a glance) so I would prefer to see it 
that way in any book I was using as a GM. I presume that they 
did this to save space (the normal d20 format is indeed a page 
hog), but for quick reference in game play; I think it’s a necessity. 


As far as pre-fabs go, I have to say that I was very impressed with 
the amount of detail and background given throughout the book. 
In fact I liked it so much that I found it to be a fun read, with 
many sections giving me ideas for other adventures and monsters 
(something any self-respecting GM is always in the market for). 
For the adventure, you will find a new race introduced, a little 
under a dozen new magic items, a couple of new spells, and even 
a new monster or two (not to mention a really cool cannon that 
makes an insta-zombie out of its target). 


VALUE 

To me personally, the value this book has to a GM as a stand- 
alone campaign is limited. I have to admit that if I were to used it 
as a pre-fab, I would have to make myself a slew of quick 
reference sheets, encounter sheets etc... There is simply too 
much material, with too little way to find it that I can see it being 
very frustrating to the GM and players alike. Now if you have a 
photographic memory, and read it from cover to cover before you 
started, then there is hope for you. 


That being said, I do have to say that for those GMs that are 
looking for good ideas in the Dragonstar setting, this book is full of 
them. In fact if you are willing to put some work into it, you can 
even use the scenarios spelled out for you in the book, everything 
you need is there. If someone were to ask me if I thought that it 
was worth dropping $25 for this book, my answer would have to 
be that it depends on how desperate you are to get new ideas, 
and how experienced of a GM you are. If you are a first time GM, 
I would have to recommend something a little less involved, and 
something a whole lot more play-friendly. 


D2Q0 PRODUCT REVIEW 


a2) 
system 


A d20 Adventure Sourcebook forfour 4th level Characters 


BASICS 


Interludes: Sands of Pain is billed as an adventure 
sourcebook for four 4" level characters for Dungeons 
and Dragons. It is a 64-page perfect bound softcover 
book with color cover and black and white interior. It is 
published by Mystic Eye Games / Thunderhead Games 
and has a retail price of $12.99 USD. 


BETWEEN THE COVERS 


Sands of Pain is set in the Dragon Sands, an area South 
of the large metropolis of Bluffside (see the DEC 2002 
issue of FR for a review of that great book) but it could 
just as easily be used in any fantasy d20 setting. 


The adventure begins in Bluffside (or other large city of 
your choice) with the party coming to the aid of a Bard 
who has gotten himself into a bit of trouble and things 
progress from there. In town the plot will develop and 
the characters will have the chance to pick up more 
information and visit several of Bluffside’s many 
interesting establishments. There are a couple of 
combat encounters while in-town and then we hit the 
road. 


by Mark Theurer 


There are four parts, or chapters, to the adventure and 
not wanting to give away too much of the plot I'll let you 
know that you'll find your way to a desert city and 
eventually a temple to explore. 


The adventure itself takes up about half of the book and 
I'd expect it to take more than a single 4-hour session to 
complete unless you are just smoking though it at 
breakneck speed and not doing a lot of role-playing. 
While the module is set up for a 4" level party there is a 
rather neat way to scale it up or down. Most encounters 
have what is called a ‘Theme Box’ where you can check 
off that your party is less than the 4" level average that 
it’s set up for and it will tell you how to re-scale the 
encounter, removing a certain number of enemies for 
example. This also works to up-scale encounters for a 
more powerful party. There are also check boxes to 
tailor the encounters according to strengths of your 
party of adventurers and ones that you can use to add 
extra role-playing possibilities to encounters. Not every 
option is presented on each encounter, but they are a 
very handy way to add a little spice to things. The 
adventure does use information from the Bluffside book 
so having that handy will certainly help, but most 
Dungeon Masters should be able to fill in the gaps if 
they don't have it. 


The second half of the book details the desert city of 
Hotempa with the same quality that is found in Bluffside. 
There are also a handful of new monsters and new 
Ceramic armor. There is also a new Prestige Class for 
those looking for a different kind of evil druid (aren’t 
those just present day environmentalist whackos? ©). 
The NPC section takes up several pages and is nicely put 
together. There area a lot, and I mean a lot of NPC’s for 
your party to talk to. Good opportunities for role-playing 
here. 


VALUE 


$12.99 USD is really a good price for this adventure 
which should give you about two sessions worth of 
adventuring though the desert. You'll also end up with a 
nicely fleshed out city for later use and the product ends 
with three possibilities for continuing the adventure 
depending on the average level of your party. These 
are to be released as free web enhancements, but as of 
this writing they were not yet available. I’d give the 
guys at Mystic Eye and Thunderhead games a while to 
get these together and then more adventures in the 
sand will await you. 


D209 PRODUCT REVIEW 


The Pit of Loch-Durnan (POLD 


The Blurb: 


This massive adventure from Mystic Eye 
Games will fit into any d20 fantasy setting. 
It is ideal for 4-6 characters from 2™ to 4% 
level. Immerse yourself in a plot of intrigue, 
betrayal, and murder while trying to help a 
small town rid it’s mine of evil goblins and 
more. Can your band of adventurers help 
Loch-Durnan, or will they die in the dark 
caverns of the pit? (Not my punctuation or 
grammar) MSRP: $11.95. 


The Bones: 


On first impressions, POLD is seemingly a 
high-quality product, with a nice, glossy, 
limp-back cover. The mood is well set by 
the cover, dark, brooding and sinister, with 
good attention to detail. Inside, there are 
some nice page decorations, continuing the 
‘dark’ theme and plenty of incidental 
illustration, although the latter vary in 
quality form the quite good to the, well 
simply put, amateurish. Which brings us on 
to the maps, a strange mix of quality and 
presentation styles, some with gridlines, 
some with dot-grids and some with neither. 


There is ample opportunity for the party to 
literally ‘wander off the beaten path’ and 
also to wander from the ‘guided’ route 
through the encounters but fear not, 
provision is made should the party do just 
that. POLD is indeed quite an expansive 
scenario, although I wouldn’t go so far as 
to call it massive. There are wilderness 
encounters, town encounters, building 
encounters and dungeon encounters. There 
are ready-to-play characters (PC’s) which 
double as non-player characters (NPC's), 
new creatures and new special items of 
both a magical and a non-magical nature. 
There is even a free, add-on, adventure 
location, downloadable from the Mystic Eye 
Games (MEG) website, at least that’s what 
it states in POLD, unfortunately when I 
checked the website nothing was available. 


This is not a get rich quick scenario, 
although it may be presented to the party 
in such a way, treasure is not overly 
abundant but there are extras to be found 
by those players whom are both carefully 
observant and persistent. A nice balance is 
found, helped by mechanics such as some 
magical items having a limited period of 
usage. For Characters whom survive to the 
conclusion of the scenario, there is even 
the opportunity to base themselves in the 
hamlet and become Lord Protectors of the 


residents, an accolade unheard of at the 
character levels suggested and there is a 
wonderful opportunity to develop enmity 
with escapee NPC's, for those wishing to 
continue in this campaign setting. 


The Skinny: 


I don’t know what the project timetable 
was like for this product but I get the 
feeling it must have been quite tight, there 
is a distinct shortfall in the quality of copy 
editing, with typo’s and poor grammar 
abounding, even the ‘very’ odd double 
space finds it’s way in there. The cover 
tells you the 3% edition Player’s Handbook 
is required, whereas the notice above the 
internal credits states the 3% edition 
Dungeon Master’s Guide and the Monster 
Manual will also be needed. Mystic Eye 
claim to be taking the campaign setting 
seriously and go out of their way to affirm 
their commitment to this product, 
comforting for the purchaser I’m sure 
you'll agree, which makes the missing 
prom-ised extras, even more of a mystery. 


In the introduction, great pains are taken 
to emphasize the importance _ of 
atmosphere to the successful running of 
the scenario and this type of campaign in 
general, yet there is scant mood-setting 
descriptive material provided for the 
Dungeon Master (DM), until that is, the 
party reach Ian's Tower. 


A shame because an experienced DM will 
make this into a memorable tale for all 
concerned but a fledgling DM may struggle 
to make it anything more than a linear 
dungeon hack, one which the party are 
unlikely to survive. Perhaps making use of 
a sound effects tape, with distant screams 
and bells tolling, would help create the 
desired atmosphere, along with subdued 
lighting or even candlelight. 


There is a glorious error, within one of the 
most important encounters of the entire 
module, regarding instructions for the 
party to a) Finish off the major 
troublemaker and b) Escape the ensuing 
carnage. If this was intentional it was a 
stroke of genius and if it was accidental, it 
is the type of fortuitous accident I could do 
with by the bucket-load. The error lies in 
the written instruction, in the form of a 
map, differing from the verbal instruction 
given by the NPC. The furore within the 
party, whence this minor incongruity was 
‘discovered’ by my NPC was, how should I 
put it...a joy to behold. 


by Graham Platt 


Hack ‘n’ Slash 
players will not 
do well in this 
scenario there 
are just too many 
foes for lowly 
characters to 
wade through 
and some quite 
powerful ones to 
boot, even the 
wandering 
monsters are 
quite powerful. 
Experienced DM's 
will have no problems guiding the players 
through the encounters and adjusting the 
level of difficulty to maintain the tension. The 
provisions made for the party’s deviation and 
subsequent diversionary route are well 
thought out but, some DM's may find having 
to keep track of a timeline, to keep track of 
where the principle adversaries will be 
encountered, a_ little confusing. For 
inexperienced DM's I would recommend using 
one of the ‘off the peg’ characters as your 
NPC, using their obviously greater experience 
to help the party make the ‘right’ choice. 
POLD is apparently undergoing a complete 
overhaul and will be re-issued in electronic 
format only. All I can say is, the overhaul is 
greatly needed and I hope ePOLD is less of a 
phantom than the promised extra location. 


The School Report: 


Shows promise. With concerted application, 
has the potential to excel. 


The Witch of Loch-Durnan (WOLD) 
The Blurb: 


In this sequel to the award nominated Pit of 
Loch-Durnan the players find themselves 
once again thrust into intrigue and evil. 
Designed for four player characters ranging 
from 5" to 7" level, this adventure can be 
used to continue the story from the pit or as 
a stand alone. In this large 72 page 
adventure you will find a rich plot, a massive 
battle, an 
entirely new 
class of creature 
and an 
innovative 
mutant 
generator. (Not 
my punctuation 
or grammar). 
MSRP: $13.95. 


T he Witch 
of L och-Durnan 


The Bones: 


The first thing 
that strikes me 


about this product is that it seems to be 
produced by a different team from its 
prequel. The glossy cover is replaced by silk- 
matt/eggshell finish.. We have an amended 
layout, different typeface and different page 
decoration, even the use of the term Game 
Master (GM) over the formerly used 
Dungeon Master (DM). This all adds up to a 
distinct Work In Progress feel The Hunt:Rise 
of Evil products. The incidental illustrations 
are just as prolific this time and a little more 
consistent in their quality. Maps, with the 
same inconsistency in style, are presented 
within their relevant chapters, rather than 
accumulated towards the rear of the book, 
which I found a useful amendment. 


The players must have been away from the 
hamlet for an extended period, for such 
major changes as new roads, huge 
population increase and complete changes 
in martial and political power to have 
occurred. This is a good thing, for the 
players will need to have significantly 
‘beefed-up’ from their first encounter with 
the devil Warphit, in order to stand any 
hope of being successful in this, the second 
encounter. Ian and Maya make a welcome 
return to the fray, suitably increased in 
power and capable of harrying the players. 
We are also re-united with potential allies, I 
use the term potential, as much of what 
happens in this scenario depends on the 
choices made by the party. To a greater 
extent, these choices will depend on 
whether this party are returning to Loch- 
Durnan, or visiting for the first time. To 
those using this campaign setting, they are 
choices possibly affecting the characters and 
the hamlet, for the duration of their 
existence. 


The mechanics of this adventure are very 
different from POLD, with a more open- 
ended and flexible storytelling style. This 
gives the well-prepared or quick-witted GM 
a glorious opportunity to introduce the 
complex, non-combat orientated storylines 
provided, a boon for the more politically 
minded players. The Acts, as they are now 
called do not necessarily have to be played 
out in the given order but some events are 
best initiated prior to Act IV. Act IV is a well 
designed, beautifully paced, adrenalin- 
pumping extravaganza. The sheer scale and 
ferocity of the event, is likely to generate an 
extensive casualty/fatality list, which in turn 
may limit the opportunity for certain events 
to occur. Fear not, the rewards are worth 
the required effort, eventually. 


The Skinny: 


This scenario is definitely improved by using 
characters whom survived POLD and even 
more so if they took up the option of 
becoming Lord Protectors. Re-visiting the 
manor and dungeon sections will be pretty 
dull for newly arrived characters. I agree 
with the designers, when they recommend 
WOLD being run by an experienced GM, the 
complexities of plot development is a major 
strength of this scenario. 


Unfortunately, the same glaring errors in 
copy abound: numbered room descriptions 
and secret doors, which don’t appear on 
maps; a trap in the climactic scene, whose 
trigger is never described; buildings from 
the prequel, whose layouts have changed 
internally and externally but whose 
descriptions do not differ; a plethora of 
typo’s; we even see the editors notes, 
lovingly reproduced (I jest not). 


There are several optional encounters 
detailed, each of which is well considered 
and although the opportunity to incorporate 
these into the main theme may not present 
itself, they are worth storing for those 
campaigning in the area. Conversely, I was 
disappointed by the scant detail afforded to 
the return of Ian McCalister. This is, 
supposedly, someone hell-bent (forgive the 
pun) on revenging the death of his brother, 
the loss of his family home and the 
relinquishment of his power and indeed, the 
separation from the influence of his 
god/mentor, the source of his once 
heightened power. We are, once again, 
promised the downloadable additional 
encounter and we are, once again, 
disgruntled at it’s distinct absence from the 
website. 


The mass battle makes a magnificent 
spectacle and the GM could be forgiven for 
using this as the finalé. Management of the 
battle would be greatly aided by utilising a 
set of tabletop/wargaming rules, the old 
AD&D Battlesystem Skirmish Rules springs 
immediately to mind, as they were 
specifically designed for transporting role- 
playing characters into a wargaming setting. 
I found the mutant generator rather 
confusing and of little use, a state probably 
induced by its poor presentation with only 
two out of seven generation tables being 
entitled. I never did confirm what the new 
class of creature was. Perhaps it was the 
mutants? 


I do find myself becoming enthralled by the 
setting of this little hamlet. I am actually 
interested in the lives and careers of the 
NPC’s and intrigued by the developing 
antagonists. This surely is an indication of 
the richness of storyline and characters but 
MEG desperately needs to out-source its 
proof reading if they wish to produce a truly 
high quality product. 


The School Report: 


Steady improvement. Progress marred by a 
worrying lack of attention to detail. 


In short, adequately conceived, excellently 
designed, poorly executed. 
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BASICS 

“Foul Locales: Beyond the Walls” is a 128-page soft cover 
book published by Mystic Eye Games. The front and back 
covers are full color but the illustrations inside are black 
and white. This book provides detailed pre-generated 
wilderness locations and some associate encounters. The 
retail price is $19.99. 


BETWEEN THE COVERS 

“Beyond the Walls” is a companion volume to “Foul 
Locales: Urban Blight”. Where the other volume deals with 
locations inside of a city, this volume presents encounters 
that occur outside the city walls. 


Thirteen locations are presented with encounter levels 
ranging from 2 to 14 with most in the 7 to 8 range. Lower- 
level parties can just pass through an area until they reach 
a level when they can fully explore it. 


Each location is presented in a standard format that 
includes a brief description, details about the location, 
NPC's and creatures, adventure and plot hooks, and maps. 
There are also notes on how each location can be placed 
into an existing campaign as well as sidebars that add extra 
information for the location. Each location is presented with 
enough information to allow the DM to incorporate it into 
an existing campaign or to serve as the start of a new one. 


by J. Michael Tisdel 


The first location is Am’Elvat, an open-air elven bazaar held 
around the autumnal equinox. The market setting provides 
for quite a number of interesting NPC’s who run and 
frequent the shops of the bazaar. This location is rated for 
any encounter level and can easily be a place for the start 
of numerous adventures for a party before they get 
involved in the back-story about freeing an imprisoned evil 
force. 


Another interesting location is the Colony of The Afflicted. 
The colony is a quarantine zone for those suffering from a 
disfiguring disease - very similar to the Molokai Leper 
colony in Hawaii. The concept of island of “unclean” in a 
campaign can quickly add depth and interest to most any 
campaign. 


At an encounter level of 10, the Shadowgloom Ranch is one 
of the more advanced locations. It is designed to use the 
psionic rules but includes notes on adapting the game to 
non-psionic settings. On its surface, Shadowgloom ranch 
deals in horses, but there are also rumors of the 
establishment willing to buy females of exotic and 
dangerous species. The reasons why involve an elf, a 
dragon, and some rather interesting other encounters. 


VALUE 

Like the other Foul Locales book, “Beyond the Walls” is a 
volume for DM’s. There is no useful information for use by 
player characters in it. In fact, a player who purchases this 
volume might just ruin the surprise of an adventure run by 
his local DM who also has the book. 


Where the first volume was fairly straight ahead with its 
locations and encounters, this volume presents all of the 
locations with a hidden background. This is intriguing to me 
as both a DM and player. This appearance of normalcy, 
which marks the best thrillers and mysteries, is present in 
these locations. It is only waiting for the party to start 
looking closely to reveal what is actually going on. 


For example, using the high encounter level locations early 
in a campaign will familiarize the party with the facade of 
the area. Revealing the underlying encounters later can 
give a definite “X-Files” feeling to the campaign. 


This book is an excellent resource for the harried DM who 
needs to flesh out existing adventures. Once you introduce 
these places, your games will probably start adding a level 
of misdirection and illusion that will quickly increase the 
interest of your players and, in the end, may make your job 
more difficult but more interesting at the same time. 


D290 


BASICS 


“Necromancer’s Legacy” is an 88-page soft cover book 
published by Mystic Eye Games. The front and back covers 
are full color but the illustrations inside are black and white. 
This book covers everything one would want to know about 
necromancy and undeath for a d20 fantasy game. The 
retail price is $16.99. 


BETWEEN THE COVERS 


Subtitled “Thee Compleat Librum ov Gar’Udok’'s 
Necromantic Artes”, this volume sets out to cover all 
aspects of necromancy — not just re-animation. It is a 
daunting task but the volume does it rather well. Wrapped 
in and around all this game information, is background text 
on Gar’'Udok, a very powerful necromantic priest. This not 
only adds narrative color to the book, it ties the whole 
presentation together. As a result, the book reads more like 
a lost tome than a simple rules book. 


The first chapter of the book presents new necromantic 
spells for most of the spell-using classes listed in the Core 
Rulebooks. Clerics, Sorcerers, and Wizards gain the most 
spells, but there are some for the other classes as well. 
Bards will be happy to know that they gain “Hold the Slain” 
— a variant of “Hold Person” that works on the re-animated. 


PRODUCT REVIEW 


by J]. Michael Tisdel 


Each spell is presented in a format similar to that of the 
Core Rulebooks but with additional color text about the use 
or creation of the spell. 


Chapter two presents new creatures. Each creature is given 
a standard stat block followed by a detailed description. 
Some entries include a pre-generated example, such as 
Caramina, the White Maiden for the Alabaster Maiden 
entry. The creature list includes new golems, constructs, 
and dragons as well as necromantic templates to apply to 
other creatures. Finally, this chapter introduces a new 
character race, the Black Hand Kobolds. 


Chapter three introduces new Prestige classes along with a 
pre-generated NPC for each. These classes take on 
different aspects of necromancy, and not all are spell-caster 
classes. Note that most of these classes have an evil 
alignment requirement. 


The remaining chapters are all quite short. Chapter four 
presents new feats for necromancy. General, meta-magic, 
and class specific feats are all available. Chapter five 
introduces new magic items and chapter six covers new 
deities. As with the rest of the book, these chapters cover 
more aspects of necromancy than just re-animation. 


VALUE 


With the publication of “Necromancer’s Legacy”, Mystic Eye 
Games has added a great volume to the Arcane Mysteries 
series. I have reviewed both “Wild Magic” and “Blight 
Magic”. Of the three, this is the most complete volume yet. 
I was quickly struck by the fact that there is more to 
necromancy beyond raising hordes of skeletons. 
Necromancy is “death magic” and this book does an 
excellent job of looking at the other aspects of this black 
art. 


There is quite a bit of information here for the DM and 
players. Who uses this volume most depends on how your 
campaign is run. If you have a Good Player versus Evil 
Masterminds type of setting, then this will be a resource 
primarily for the DM. However, if you're campaign is more 
along the lines of “The Book of Vile Darkness”, then this will 
be a welcome expansion to the Player's library. 


In either case, this is an exceptionally good book. If you are 
not squeamish about necromancy, then this volume should 
be on your shelf as it provides so much information. One of 
our resident DM’s here has a taste for re-animated 
creatures. When he gains a copy of this book, my dwarf 
berserker will probably not see a giant or a dragon for 
many months. 


D209 PRODUCT REVIEW 
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At first glance... 

Guildcraft is the first book I have reviewed that is published by Bastion 
Press. A soft back, the cover is a full color gloss picture of a few 
warriors fighting in a hall. The book is 96 pages long and runs $24.95. 
Guildcraft is a book dedicated to organizations and guilds that could be 
found in almost any fantasy setting. This book gives players and game 
masters the chance to flesh out the story line of the characters. Many 
a PC has been a member of this society or that one, and now there are 
rules that could be adapted to meet the background of a character. 


Okay what's really in it? 

This book is about nothing but guilds. No new character classes are in 
this book, no new items, just two prestige classes (Tied to an 
organization) and rules for different groups. The authors of Guildcraft 
did a great job of fleshing out the histories behind the organizations. 
Each group has its own benefits, disadvantages, and customs that a 
character must adhere to. There is a cost to get into these guilds, 
most often simply paying experience points is sufficient, but at times a 
task, such as crafting a quality weapon or beating a test fighter is 
combat is necessary. The book is laid out into five chapters. The first 
chapter deals with the ten class based guilds. These guilds focus on 
improving its members in pursuing their own class. Barbarians get an 
extra rage per day, fighters get a plus one to hit or to their armor 
class, and wizards get extra spells. These guilds are very 
straightforward, and will probably be the most commonly used. 
Chapter two highlights the skills based guilds. These guilds add 
finesse to characters that rely more on skills than on the attack power 
or spell power of their characters. These guilds favor a heavier role- 
playing character. Player characters gain bonuses to particular skills or 
gain access to new skills as they progress in these groups. Chapter 
three takes a turn towards relational guilds. These guilds move even 
deeper into the role-playing aspect (hack and slash adventures would 
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not use these as much more than plot devices). These guilds are a 
collection of like-minded individuals looking out for each other. 
Chapter four covers one guild: The Collective. The collective is a 
group that finances and supports adventures. Banking, lodging, and 
guides can all be found via the collective’s resources. Chapter five 
gives GM guidelines for creating his own guilds to use in his 
adventures. Suggestions include different skill bonuses, special 
abilities, and disadvantages that you may want to use. 


What impressed me... 

This book gives numerous ideas for using the guilds as adventure 
hooks. Automatically enrolling every character in a guild or The 
Collective give a great unifying motivation for a party whose members 
come from very different walks of life. I find that many of the guilds 
enrich the history and detail of you character’s story. Not only are you 
a fighter and a craftsman but you are a Venturur in the Shondak 
Weaponsmiths’ Guild. Your wares are guaranteed to be of that quality 
so merchants who work with that guild might pay a premium for 
weapons your character produces. Each guild grants the character 
bonuses, but also burdens them with disadvantages that a wily game 
master can use to exploit that character. A fellow guild member needs 
your help. The primary antagonist can be a high ranking member of a 
party member's guild, and trying to defeat him within the confines of 
guild rules would make for creative problem solving. Most importantly 
the authors of Guildcraft have given enough background on each 
organization to make these things possible. An entire chapter devoted 
to creating guilds and using them in an adventure also eases a GM’s 
use of them. Many of these guilds would be very useful to weave 
NPC's into a story. Not having any characters enrolled does not mean 
that the Feasters would not pay to have the Holy Silver Serving Dish of 
St. Imes returned. Being employed by a bunch of professional cooks 
and partygoers does seem more interesting than the standard noble 
needing your help. Not being an experienced GM, these ideas are a 
refreshing change, and I hope to include some of this book into my 
next adventure that I run. 


Nothing is perfect... 

Most of my role-playing has been rather light. I would not classify 
them as dungeon crawls, but combat plays a rather heavy portion of 
most of our D&D scenarios. In these settings the guilds need to be 
carefully considered. Some of the class guilds heap on lots of extra 
abilities for a rather low cost, and if the adventure does not employ 
any of the above mentioned hooks or use any of the disadvantages, 
then the progression in the guilds almost becomes too strong. Some 
of the abilities appear to be pretty strong when compared to their 
disadvantages. I would prefer the drawbacks to be a bit stronger. 
These issues are not as important when an experienced GM is running 
the show, and is able to capitalize on the complexity of these groups. 
As far as the quality of the book, the artwork could use some help. 
Even thought the entire book is in color some of the pictures look like 
they were done originally with map colors. The high gloss pages no 
doubt accounts for part of the price of $25. 


And the overall impression is... 

This book would be very useful in a fantasy setting in the hands of a 
skilled game master. The plethora of adventure hooks that can be 
used would eliminate the being led by your nose feeling that we 
sometimes get when there are not any options. The book has full 
color high gloss pages throughout, but the artwork is somewhat 
lacking making its price tag of $24.95 is also rather high for what you 
get. At $20 I would highly recommend it, but at $25 I would make 
sure it is something that would be used in you campaign. The thought 
and depth of description that went into each guild is impressive and 
worth it if you weave it into your stories. 
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At first glance... 

Pale Designs is another book published by Bastion Press. Weighing in 
at a respectable 90 pages long, this soft back book is full color 
throughout. The gloss cover art depicts a thief character dangling 
from a church wall. This book is all about...you guessed it, poisons. 
This book is an exhaustive resource on the topic for both players and 
game masters. As several reviews in my past have hinted I love the 
background of thieves and other nefarious skulkers. In a most recent 
campaign my ratling thief made huge use of poisons to compensate 
for his weaknesses, and I really wish I had this book about a year ago. 


Okay what's really in it? 

Reading the introduction of this book immediately shows the 
thoroughness that Steven Creech and Kevin Ruesch put into Pale 
Designs. They have included lots of open gaming material from other 
publications to round attempt to make the list of poisons, 36 pages of 
poisons alone, as comprehensive as possible. Simply put these guys 
wanted players to have a single book to cover any type of poisons that 
might come up. Pale Designs also includes an excellent background as 
to the use, creation, and discovery of poisons. The “poison chain” 
outlines the seven stages of poison from the ingredients to the 
treatment. To enhance the effects of poisons in the game, the 
creators have come up with two important systems. One actually 
quantifies the strength of a poison by giving it a “toxicity” rating. 
The second system adds additional damage, as well as long-term 
effects. All of the poisons in the book, even including the 231 poisons 
from other publications, have a toxicity rating and the variant damage 
added to them. The chapter on new poisons organizes them into 
groups of alchemical, magical, planar, mineral, multistage, and natural 
poisons. Each of these groups can lend themselves to particular class 
or background. Now the magicians can create unique poisons, and the 


by Christopher Carr 


dwarf tunnel fighter can scrape some minerals off the wall to help 
combat against unwanted intruders. 


The authors spent a few pages talking about possible drugs that can 
be used in campaigns. Most of the drugs have an initial benefit, 1d4 
INT bonus, but have a negative side effect when the drug wears off. 
Many of the drugs effects can be replicate by potions in the D&D 
handbook and GM's guide. Of course, if you want a really gritty world 
one can ban the use of potions in your campaign, and use the drugs 
instead. The equipment section is filled with weapons and devices to 
help the expert poisoner in his craft. Hollow bolts and poison filled 
rings give users additional ways of distributing the poison. This 
chapter is immediately followed by a section on traps that incorporate 
poisons and a section on magic items. 


A small section of feats lists feats that can be taken by a character to 
increase his effectiveness with poisons. A point of note is that this 
chapter also contains OGL material as once again the genius of Steven 
and Kevin have attempted to compile all the poison related feats as 
well as their newly concocted ones. The authors round the book out 
with three more short chapters. The chapter with monsters lists new 
critters that use poison of some type in their attacks. The spells 
chapter lists spells that utilize poisons, and rather interestingly enough 
give two more domains for clerics. Ten prestige classes are provided 
in the last chapter. 


What impressed me... 

The designers of this book have been the first that have truly used the 
open gaming content in a comprehensive fashion. The mind-boggling 
amount of poisons listed in this book is by far the dominant feature 
and the most impressive. The variable damage that can be used with 
the poisons really adds a kick to the art of poisons. Nothing is more 
frustrating that have a rogue strike an ogre with a poison coated 
dagger only to have it have no effect whatsoever. Now even simple 
poisons are dangerous. As for the toxicity rating of the poisons, these 
allow a GM to balance out the poisons against the PC's. The 
background history given to the skill of poisoning allows PC’s to create 
a history for their characters, and gives multiple opportunities for plot 
devices that are plausible and interesting. The equipment list is very 
practical. The majority of the characters using poisons are more 
fragile, assassins and rogues, and the plethora of devices to deliver the 
poisons was encouraging. Now you can use that high dex skill to 
shoot a flask of Nyrat spores into that group of ape-men. 


Nothing is perfect... 

While I was impressed with the poisons and equipment sections of the 
book many of the later sections really didn’t seem to fit. The prestige 
classes were not very appealing. Many of their skills could be 
replicated just by the correct feat choices. The prestige classes 
seemed to be more of a profession that happened to use poison during 
their jobs, mage hunters and snipers are examples of these. The 
monsters also really lacked a true uniqueness. I think that if the 
designers had stuck more to making this a tome of poison knowledge 
that the book would have a greater cohesion and not trail off at the 
end. The artwork, although full color gloss, was cartoonish and 
detracted many times from the serious undertones of the book. 


And the overall impression is... 

I really think that sourcebook designers as a group need to really take 
note of the way these guys used the OGL. It allowed them to expand 
the scope of their book and truly make it a resource rather than a 
book of fluff. Over half this book is nothing but poisons and 
equipment presented in a logical, organized, and concise manner. If 
your character has any desire to use poisons this book truly is a must. 
For $24.95 you have a single go to book for poisons: Pale Designs, 
saving time and frustration. 


D209 PRODUCT REVIEW 


BASICS 


“Oathbound: Plains of Penance” is a 160-page soft cover book 
published by Bastion Press. The front and back covers, as well 
as the illustrations inside are full color. Each page includes a 
full color border. This book is an expansion to Bastion Press's 
“Oathbound: Domains of the Forge” campaign setting. The 
retail price is $29.95. 


BETWEEN THE COVERS 


“Plains of Penance” is a companion volume to “Oathbound: 
Domains of the Forge.” This volume describes in detail the 
areas surrounding the city of Penance, the city described in 
“Domains of the Forge”. The “Plains of Penance” volume 
includes 8 chapters and appendices. 


Chapter one is an overview of the plains. The topics covered 
are travel, politics, and the major geographic areas. A map of 
the area is included with a discussion of measurements and 
types of terrain. 


Chapter two covers the inhabitants of the plains including the 
races and their cultures. This description includes 5 new player 
races - the avian Aurads, Dolphins, feline Freys, Hovara, and 
the plant-like Thorns. 


In addition to the new races, chapter two _ introduces 
Channeling, anew magical system for the Oathbound cam- 
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paign. Channeling is described as similar to priestly magic, but 
rather than manipulating a diety’s powers by proxy, channeling 
involves directly manipulating the devine force. This is possible 
due to the unique setting of Oathbound. The new character 
classes that use channeling are the Artificier and the Disjoiner. 


“Plains of Penance” includes new Prestige Races — a concept 
defined in “Domains of the Forge” entailing the voluntary 
altering of a character’s genetic code. The new prestige races 
are divided into 5 groups, or foci, based on the direction of the 
modification. Examples of these races include Edge Creature of 
the Foci of the Claw and Enlarged Creature of the Foci of the 
Huge. 


Chapter three deals with the ecology of the plains. There is 
quite a bit of detail in this chapter, from the microorganism 
level up through plants and the weather. The chapter is full of 
descriptions of non-monster creatures and plants and how 
they are used on the plains. 


Chapter four builds on the information in chapter three and 
covers the Druids of the plains. The chapter includes a 
description of druidic culture and various druid forest enclaves. 
There is also a description of the Watchers, a guild of druids. 


Chapter five presents information on the cities of the plains, 
including major industries, history, population, and politics. For 
each city, there are short descriptions of related notable areas 
that can serve as adventure hooks. 


Chapter six covers describes the Northern Ocean, including 
ocean industries, inhabitants, and Attatal, an off-shore nation. 
Chapter seven describes the wilderness, including travel times, 
hazards, and encounters. Chapter eight is an adventure set on 
the plains. Like the rest of Oathbound, this adventure is for 
high-powered characters run by thinking players. The book 
ends with appendices of new monsters, magic items, and 
spells. 


VALUE 


This book continues the quality of “Oathbound: Domains of the 
Forge”. The volume is well thought out and full of details for 
both the player and games master. There is much material 
here that is unique. 


For anyone who is playing the “Oathbound” campaign, this 
supplement is a must. For those playing other campaigns, 
there is quite a bit of source material in this volume, which 
with varying degrees of work, can be added to the campaign. 


In general, this is an exceptional book. Before our D&D group 
took a break, we were playing in the Oathbound world. We 
found the original to be very challenging and exciting. I find 
that this book builds upon that work and provides even more 
opportunities for adventure. Personally, I am looking forward 
to resuming our D&D sessions if only to explore these plains. 
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soft cover book of by 
Bastion Press that boasts 
a full color cover and full 
color interior art on slick 
paper. It is 32-pages in 
length (but there are no 
page numbers) and has a 
retail price of $14.95. 
Allies &  Adversaries 
reminds me a lot of the 
old ‘Rogues Gallery’ that 
you might remember 
from many years ago. It 
contains full stat blocks, 
backgrounds and 
equipment for fifteen 
characters that can be used for players that might just be 
filling in for one adventure and don’t have the time or 
inclination to roll up a brand new character or used as NPC 
villains to pester your party with. They could also serve as 
new regular player characters with no problem at all. The 
artwork is better than good, it’s marvelous. Each character is 
accompanied by a gorgeous picture that really brings them to 
life. An absolutely awesome job was done here! 
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Character levels range from 10 to 20 with seven of the 
characters being multi-classed and the average level being 
14". The book is completely usable with just the core D&D 
books as none of the Prestige classes On the alignment end of 
things you'll find 6 Good, 6 Evil and 3 Neutral so things are 
spread around pretty well. 


The backgrounds are developed enough so that someone 
could easily jump into the role of one of these characters, but 
not be so locked into that an evolution of their personality 
could not take place. Spell lists and magic items are also fully 
listed and seem very reasonable for their levels. Since we 
don’t run evil characters I would, as a DM, find use for the evil- 
aligned characters solely as villains, but that’s where the 
‘adversaries’ part of the title comes in. 


Allies & Adversaries has done a lot of work for the DM and 
other than the super high quality of the book, in all areas, I 
would say that it’s absolute best quality would be as a tool to 
easily get a new player, or a bunch, into your game. Character 
creation can be tedious, especially to new players, and these 
give them something to jump right in with. Definitely thumbs 


up! 


Want some meaty minions? 
Raise your undead hordes now! 


28mm multi-part zombies! Modern or Generic, 
weapons or no weapons! 
Now with zombie kids! 


Visit us at: 
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BASICS 


The Second World Sourcebook (TSWS) is the newest 
d20 supplement from Second World Simulations and is 
quite interesting indeed, but more on that later. TSWS 
is a hefty 288-page softcover book with a color cover 
and a very sparse amount of black and white interior 
artwork. It provides players with an alternate, but more 
than slightly skewed, version of Earth to play in. It has 
a retail price of $29.95 USD and the back cover indicates 
that it requires the use of both d20 Modern and 
Dungeons and Dragons. 


BETWEEN THE COVERS 


The first section of TSWS sets up the campaign setting 
of this ‘alternate’ Earth and does so in a really fun to 
read ‘in-your-face’ kind of way. I found this section, 
which takes up about a fifth of the book, to be just plain 
great. What is ‘The Second World’? How did it come 
into being? Well, that’s not 100% clear except that it’s a 
less than exact high-fantasy with a modern twist version 
of Earth, but not totally. It’s hard to explain what it is. 
What it isn’t is boring and predictable. Ok, the First 
World, our world, would be akin to a d20 Modern world 
where things are mostly right, but sometimes things just 
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go goffy on you and you end up in The Second World 
where things just keep bending your mind. The Second 
World is closer to a modern Dungeons and Dragons 
game or a way high fantasy D20 Modern setting. Either 
way you look at it, Elvis has left the building. Or maybe 
he just strode back through the front door, but now he’s 
a Hobgoblin. 


You'll also notice that a large portion of the text is 
written from a 1%person (the author's) perspective. 
This took just a little getting used to, but really made 
the whole book feel like the author was talking directly 
to you and explaining things as he went along. Kind of 
like you sitting down with him as he describes this new 
game setting. 


The chapter on Characters presents a handful of new 
races, that I really wish there had been pictures of but 
the text descriptions are passable, and a host of 
background options of who your character was before 
making the jump to The Second World. 


Wardens, the third chapter, are kind of like Prestige 
Classes that are a new type of spellcaster of which there 
are multiple (Dream, Feral, Flesh, Lightning, Metal, 
Motion, Shadow, and Vector) varieties and a new system 
for using magic with lots of Bindings (sort of like spells). 


The Equipment and Opponents section are the smallest 
in the book, but they give you a good enough sense of 
how things work in The Second World. Here’s where 
you'll notice The Second World having a_ greater 
influence from D&D, but I really think you could get by 
with either set of rules. 


VALUE 


While billed as a supplement for both Dungeons and 
Dragons and d20 Modern I found that you could 
probably get by with either set of rules and my greatest 
use of this book would be in the d20 Modern system. 
This is not to say that it would not be useful in a 
Dungeons and Dragons game, because it certainly could 
be, but I just found the concept of an alternate world 
more practical to a d20 Modern setting. 


For about thirty buck this is an excellent supplement for 
DM’s that are looking for a campaign universe that’s just 
a bit more than a little different. 
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BASICS 


Lock & Load: Iron Kingdoms Character Primer is a 64- 
page softcover perfect-bound book by Privateer Press 
with color cover and black & white interior art. It is 
meant to assist players and DM’s in creating characters 
with an Iron Kingdoms feel and provide background 
information on the world. It also comes with a map of 
the region. It has a retail price of $12.99 USD. 


BETWEEN THE COVERS 


The book is broken up into several sections; an 
Introduction, Races of Western Immoren, IK Character 
Classes, Religion, Iron Kingdoms Gear, an Appendix 
(languages) and an Iron Kingdom character sheet (up to 
6 pages depending on character class). 


The introduction is nice and has the same narrative feel 
that made the Monsternomicon a very good read. 
Artwork, while black and white, is up to the standard 
Privateer Press quality and style, which means it’s quite 
good indeed. 


Approximately half of the book is devoted to the races of 
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the realm, but it’s not just sections of stats. Each 
kingdom is fleshed out nicely, but leaves room for 
significant filling-in when the Iron Kingdoms campaign 
guide comes out. Humans dominate the racial structure 
and playing ‘preferred’ class, based on region, will 
garner you a small, but not insignificant, bonus like a 
few extra starting HP or double starting money. This 
section also includes information on the non-human PC 
races from IK. Elves in IK are not your regular pansy 
tree-huggers. They are isolationists to a pretty extreme 
sense and Half-Elves are generally treated as outcasts, 
or worse. You'l also find Winter Elves, which are also 
not too much like standard fantasy fare. Being the Iron 
Kingdoms there are Gobber (goblin) PC’s and Boggers, 
goblin’s tougher but slightly more dim-witted relatives. 
Ogrun and Trollkin flesh out the other non-human 
playable races and while they are tough they are not like 
playing a standard Ogre or Troll, which means they are 
much more playable at low-medium levels. 


The equipment section does contain firearms, but is not 
dominated by them which is really ok with me. Too 
many guns floating around in too many hands and we 
get further away from our ‘fantasy’ roots. Even with 
black-powder weapons I see the Iron Kingdoms setting 
retaining a good fantasy feel, even with archaic 
‘machines’ lumbering around. 


The section on classes in the Iron Kingdoms doesn’t 
bring you any new ones, but points out how the existing 
core classes work in this setting. You'll find an IK slang 
section which brought back fond memories of the ‘Battle 
Tongue’ of Warhammer Fantasy Roleplay. If you've 
seen the movie “Snatch” imagine having a character like 
Brad Pitt’s in your party. Lots of fun and trouble. 


The character sheet(s) are nice looking and are certainly 
usable, but I’ve gone to primarily computer generated 
form sheets myself. The map is really top-notch and is 
easily as good as anything from WOTC. 


VALUE 


At $12.99 I found Lock & Load to be a very enjoyable 
read and a great start to an Iron Kingdoms campaign. A 
single Prestige Class from each kingdom would have put 
me in hog-heaven. Mention is made that many will be 
in the campaign book, but it would have been nice to 
get at least one in here. The main thing that it did is 
whet my appetite for more IK goodness.....gimme, 
gimme, gimme! 
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BASICS 

The Encyclopedia of Demons & Devils Volume II is a 224 page 
hardback book published by Fast Forward Entertainment to be 
used as a resource book for fantasy based rpg campaigns. The 
cover art and binding are well done and it is the same size as 
other Dungeons and Dragons books making it a seamless addition 
to any DM's library. Interior artwork is all black and white ink 
drawings. The page quality is not up to the same standard as the 
D&D Monster Manuals, so even though there is almost the exact 
same number of pages (224 pages in MMI and 223 pages in MMII) 
the book appears to be about 50% thicker. The book contains 
135 different Demons and Devils, which the authors tell us, are all 
derived from actual references from mankind’s history. Many of 
the entries for the Demons and Devils even go so far as to tell 
which real religion and/or region that the creature is attributed to. 
It also contains 16 new Prestige class characters and a variety of 
new spells and magic items sprinkled throughout the book, but I 
would not list this as a selling point due to the fact that there is no 
index or table of contents whatsoever that lists them. The book's 
retail price is $29.99 USD. 


BETWEEN THE COVERS 

The book is organized much like the Monster Manuals (i.e. 
alphabetically), which means that if you happen to know the name 
of the Demon or Devil that you want to look up it’s a breeze. 
However, if you don’t happen to recall what Tezcatlipoca’s name 
is, then you are reduced to paging through the entire book. 
Unlike the D&D Monster Manuals, there is no listing by Challenge 
ratings (or any listing at all beyond the Alphabetical list of Demons 
and Devils). Beyond this minor inconvenience, the book looks to 
be a great resource for building fantasy adventures. 


by Clay Richmond 


All the dudes listed in this book are of the “evil” persuasion, with 
most of them being Chaotic, and the rest being Lawful. Each 
entry itself is organized in the standard D20 fashion and fits 
seamlessly into the D&D gaming system. Many of the more 
important entries may even include one or more of the following: 
new magic items, new magic spells, listings for using the entry as 
a deity, and prestige classes for followers. The write-ups 
themselves are well done and are often very detailed, lending 
themselves to be a veritable fountain of adventure ideas for the 
creative DM. Many times the write-ups even include little historical 
notes telling the reader where in the world this bad boy actually 
came from. Though these notes do little to enhance the actual 
game, they are very nice touches for the historical buffs (like 
myself) and those DM's concerned with making sure the setting is 
correct for the monsters in the campaign. 


The real strength of the book in my opinion is that it lends itself 
well to a DM developing an entire adventure and/or campaign 
around a Devil or Demon. For many of the major personalities, 
the entry not only lists everything required for the final 
confrontation with the party, but also how the followers might be 
organized, special abilities and/or creatures that the followers 
might employ, activities the followers might be engaged in, and 
the list just keeps going on. In my mind, they give you so much 
material, that any DM worth a hoot can build a campaign around 
nearly any of these entries. To give you an idea of the detail 
given on each entry, there is no entry that has less than an entire 
page dedicated to it, and there are something like thirteen entries 
that span four pages each. 


As far as challenge ratings go, the book contains a very nice 
variety. For every challenge rating from 1 to 26 there is at least 
one entry, and then there are even a few as high as 28 and 30. 
However, over two-thirds of the entries land in either the 3 to 6 
range or the 10 to 16 range. I haven't yet had the chance to play 
test any of these (though I plan to do so very shortly... players 
beware), in general it seems the stats look reasonable. I would 
also say than in general characters will definitely need magic 
weapons to battle most of these “hell raisers”, so a party may 
have to be well established before running into something from 
this book (not counting the followers and such). For instance one 
of the smaller creatures (called a Ghaddar) has a Damage 
reduction of 28/+3 and only has a challenge rating of 3! I’m not 
sure about you, but in my dungeon, a third level party will be 
lucky indeed to have a +2 weapon much less a +3 weapon. 


VALUE 

I think that this book is made for DMs looking for creative ideas to 
build campaigns/adventures around. Though it could be used 
simply to stock dungeons (as most people use the D&D Monster 
Manuals to do), I don’t think that is what it was intended for, nor 
will you reap the full benefits from what the book has to offer. 
Just comparing it to D&D Monster Manuals, there are 135 entries 
verses over 500 and over 250 respectively. So if it’s pure volume 
of monsters you are looking for, this might not be the book you 
are after. Looking at it the other way, this book spends on 
average over a page and a half describing its monsters, where the 
Monster Manuals spend an average of less than 2 and less than 1 
page per entry respectively. So if you're into building a whole 
scenario around a primary bad guy, this is definitely up your alley. 
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BASICS 


Encyclopedia of Weaponry from Fast 
Forward Entertainment is a 128-page 
softcover sourcebook for Dungeons 
and Dragons and other d20 fantasy 
rpg’s. It has a color cover and black 
and white interior. The sourcebook 
details weapons of a more historical 
nature that may not previously have 
found their way into your campaign. 
It has a retail price of $24.99 USD. 


BETWEEN THE COVERS 


When I first picked up the EoW I 
thought, do I really need another 
book of even more weapons? To be 
honest, I did initially doubt it’s 
usability, but after cracking it open 
and sitting down to read it I found 
that my _ initial impression was 
completely wrong. The first 8 pages 
provide you with an_ introduction, 


some new feats and rules. After that WWW.FASTFORWARDGAMES.COM 


that the entire book is 
devoted to weapon 
listings, but not just 
weapon listings. Each 
weapon is given a full 
page for a_ clear 
picture, a description of 
the weapon and the 
historical origin of the 
weapon. I found these 
to be quite interesting 
and the authors did 
their homework. There 
are also the standard 
stats that you would 
expect, but beyond 
that you also get a 
unique magical version 
of each weapon. Not 
only can these be 
sprinkled about as very 
different treasure, but 
can also be used as 
adventure hooks. 


Most of the weapons 
are hand-to-hand in 
nature, but missile 
weapons are not left out of the mix 
and gunpowder weapons are also 
included. There are also enough siege 
engines to use in a large battle if that’s 
where you want to take your game. 


Pe eek: 


VALUE 


I enjoyed this book quite a bit. The 
authors took the time to make it stand 
out as different from other weapon 
compilations by using history as its 
source and by providing an equal 
number of unique magic items. 


If you're using lots of miniatures in 
your games it might be a challenge to 
get them to look WYSIWIG, but that’s 
what spending time converting figures 
is all about. 


Anyway, good book that could be used 
in any d20 fantasy campaign. 


by Mark Theurer 


A complete tactical 
space combat system 
for the d20 system. 


Coming March 2003 


Ask for it at your 
local game store. 


Find out more at: 
www.RPGObjects.com 


Wizards ‘Coast, Inc., 
a subsidiary of Hasbro, Inc., 
= and are used with permission 
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An Arcane Collection of Occult Artifacts and Evil Relics! 


es 


BASICS 


Occult Items of Power is a 128-page hardcover book from 
Fast Forward Entertainment that adds 52 new unusual 
magic items and artifacts to your d20 fantasy rpg. It has a 
color cover and black & white interior with a retail price of 
$24.99 USD. 


BETWEEN THE COVERS 


Inside Occult Items of Power you'll get 52 new items and 
your first thought might be, “52? Isn’t that a little on the 
low end for my twenty-five bucks?” That was my first 
thought upon reading the back cover of the book, but after 
cracking it open and reading it I found that there is much 
more there. 


Yes, there are 52 new magic items inside broken up into 
several chapters (Crystal Balls, Rings, Candle Fixtures, 
Pendants, Masks, Tankards and Glasses, and Miscellany) 
none of which really dominate the book, but you will find 
more items in the Pendants and Miscellany chapters than in 
others. 


Each item is fully fleshed out with an accompanying picture 
and text to go along with the regular item stats that you 
would expect. If all that was presented were the stats then 
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the book could be filled with hundreds of items, but none of 
them would really be much more than a set of values. 
Here, each item is given at least one page and only a small 
portion of it relates to the game-effects of the item. A 
background is built for the item that can bring it into your 
campaign as more than just a trinket found on a dungeon 
floor that is likely to be sold off as soon as the party returns 
to town. I know that DM’s sometimes like to use magic 
items as adventure hooks and this book does an immense 
amount of the work for you. Now, you're probably not 
going to use all of the items found herein during the course 
of one adventure, or even several, but they can be tossed 
into the mix once in a while to keep things interesting. 


Some of the items are definitely not good in nature and 
could lead to some party/player discontent if they don't 
have means to reverse its effects or if they haven't been hit 
with “kill you dead” or “make your life suck” kind of stuff. 
Gotta learn sometime though. 


In my mind the more powerful items, and there certainly 
are some here that I wouldn't want to be on the receiving 
end of, would be better used as centerpieces of a quest or 
part of a campaign and not as items for the players to 
covet and fight for in the pursuit of personal power. Not 
only is that good, but I think that it’s great how the written 
background of the items can really help a DM build an 
adventure, or series of adventures, around it and maybe 
nobody knows that the item which could look completely 
mundane is at the center of the whole affair. 


You'll also get four new Prestige Classes, the Corruptor (, 
the King’s Questioner (torturer/inquisitor), the Security 
Watchman (bodyguard), and the Triad. All are linked or 
built upon the background of items in the book and while 
the Security Watchman is my favorite of the group the 
Triad is the most interesting, and maybe most difficult to 
pull off. It offers a lot of bonuses to three, not one, 
character, but all three must take the PrC and losing the 
bonuses can come quickly especially in a campaign with a 
high mortality rate. It’s kind of like a group PrC. 


VALUE 


So, do you want to drop twenty-five dollars for this book? 
It's definitely a DM’s book and one that you probably won't 
consider grabbing if you’re exclusively on the player end of 
the game. 


As a DM I liked the book quite a bit and can see lots of 
good (and bad depending on your point of view and where 
you're PC is standing) things to liven up a campaign. 
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Twenty-Two Fiendish Artifacts Forged In Utter Darkness! 


D20 Review: Swords of Evil 


At first glance... 

Honestly when choosing from the list of products to review 
this book was an afterthought. I had not read a product 
from Fast Forward Entertainment, and was very surprised 
when I cracked its pages. Swords of Evil is a soft back 
resource guide that sells for $19.99. The full color gloss 
cover has a picture of a foreboding hooded creature that 
resembles a ringwraith from Lord of the Rings, and is 
rendered excellently. The 94 pages inside are black and 
white, with high quality maps and pictures. The inside 
impressed me more than many of the full color resources 
that I have seen. 


Okay what's really in it? 

The Swords of Evil is full of...well evil swords of course. 
Twenty-two powerful and corrupt weapons form the basis 
behind this book. I say the basis because the authors have 
taken it a step further. Each sword is complete with its 
own history and background. The personalities of the 
weapons are fleshed out as well as their current owners. 
Stats for each owner are given as well as a map of their 
lair. Instead of thinking of this as a book with evil swords, 
think of it as twenty-two mini adventures that are detailed 
and rich, yet are just vague enough to weave into any 
fantasy campaign. 


by Christopher Carr 


What impressed me... 

I really like the background given for each weapon. Four 
pages are devoted to each weapon, minion, and map. 
Many of these mini adventures are rich enough in detail to 
create an entire campaign around the political background 
of the storyline. A campaign to retrieve a sword and then 
discover a way to release its nefarious soul would be viable 
in any fantasy setting. The creator even included three 
swords that are all related, Skinripper, Mindripper, and 
Soulripper that could be combined for a larger quest 
instead of diversion. I love the variety of the maps. 
Throughout the book there is diversity in the location of the 
swords. Yes, there is an abundance of tunnel maps, but 
some of the maps are for a trap-laden inn, a pyramid, 
several castles and temples, and one forest outpost that 
blends into its surroundings. I love the fact that this book 
was single minded in its goal. Its ninety-two pages are 
filled solely with these swords and their history. There are 
no feeble prestige classes tossed in to add to it, no extra 
feats, and the only monsters included are wound into the 
maps not a section of mid quality creatures. I respect the 
fact that you get exactly what the title says it is.... Swords 
of Evil. I like the way that each swords effect on its wielder 
is described. Players will have to contend with the owners 
of the swords, and then the swords themselves if they 
choose to claim these evil weapons as booty. 


Nothing is perfect... 

All of the artwork in the book consists of the maps and 
twenty-two pictures of the swords. While this book is well 
laid out and well planned, it lacked a good editor. Typos 
appear throughout the book detracting from its quality. 
The storylines of the swords do not always match their 
abilities. The Lady of Death’s purpose is to eradicate all 
divine spellcasters, but it has no abilities regarding this 
prey. Furthermore the story of this sword tells of its 
wielder trying to raise armies of the Undead. The challenge 
rating of the swords and their owners appears to be a bit 
off. As would be fitting for true swords of evil all of the 
adventures tend to be of a rather high level, meaning these 
adventures would need a bit of modifications to use in 
lower level adventures. 


And the overall impression is... 

This book does what it set out to do very well, provide the 
reader with storylines and rules for nefarious weapons. All 
of the fluff in the book is devoted solely to this task. I feel 
the $19.95 is a great price for twenty-two adventure 
settings. Any GM wanting to create add on adventures 
would be well encouraged to purchase this book. However, 
if you are not GM’ing and are simply playing in a campaign 
as a character this book is not for you. 
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BASICS 


Orcfest is a 95-page soft cover book published by Fast Forward 
Entertainment. The front and back covers are full color but the 
illustrations inside are black and white. This book presents a 
starting adventure for new players of Dungeons and Dragons 
3 edition. In addition to the adventure, Orcfest includes 
information for first time players and dungeon masters on how 
to run adventures. The retail price is $19.99. 


BETWEEN THE COVERS 


This book is divided into three main sections: player’s guide, 
game master tips, and the Orcfest adventure. 


The players guide section covers everything a novice needs to 
know beyond what is covered in the basic rulebooks. Topics 
covered include what it takes to be a good player, a short 
analysis of the main character classes, as well as suggestions 
on buying equipment. In addition, this guide covers other 
areas of the game not addressed in the basic books. There are 
tips and hints for interacting with NPC's, getting the most out 
of an adventure, as well as a list of do’s and don'ts for 
exploring your first dungeon. After these tips, the rest of the 
player's guide is composed of a detailed discussion of the 
combat rules. This discussion covers almost all aspects of 
combat, and includes a discussion of tactics for facing various 
common battle situations such as the single large monster and 
a horde. 
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The second section is for game masters and covers the topics 
very well. The section assumes no experience on the part of 
the game master. Starting from this point, the book builds 
upon the basics presented in the rulebooks. Topics include 
starting up a group, the style of play, the gaming environment, 
handling the session including recapping, playtime, and 
backgrounds. Special attention is given to the very first gaming 
session. 


The game master section segues smoothly into the adventure 
itself. Throughout the rest of the book, there is more game 
master information interspersed with the adventure. This text 
addresses situations that could occur in the associated 
adventure text. The adventure is presented in the semi-official 
format. Each encounter is named, has an associated encounter 
level, provides both game master only text as well as “boxed 
text” to be read to the players. 


The adventure deals with the frontier town of Solitude, 
situated on the border with the orc territories of Kruggsh. All is 
not well in Solitude as the orcs are preparing to attack using a 
secret weapon. Our heroes are to find out what is going on 
and stop it — while being disguised as Orcs. The book also 
contains hooks for further adventures to continue with what 
has been started. 


VALUE 


Fast Forward has done a good job with this publication. They 
have addressed a part of the hobby that many have ignored — 
that of the completely novice group. I’ve been playing RPG's 
since back in the seventies (yes, the original D&D boxed set) 
and learned how to do things along the way like everyone else. 
In that time, I've seen some new players that start out all 
excited about the game get quickly disillusioned and drop it 
because no one set out to show them how its done. 


For the more experienced players, Orcfest is a good adventure 
and well worth the cover price. It is an interesting take on the 
usually plot of “orcs attack the village” and offers much that 
the experience player will enjoy. On top of that, there is 
enough information in the player and game masters guide that 
experienced players can use to improve their games. 


Personally, my favorite adventures to play and to run are those 
at lower levels. I much more enjoy worrying about two orc 
sentries as a first level fighter than a type VI daemon as a 20" 
level wizard. Much of this has to do with the limited availability 
of options that require the players to be more resourceful. On 
that level, Orcfest provides an interesting setting that will truly 
challenge the players who have to get by on 20 gps for their 
party. 


I look forward to running this adventure with our regular group 
who has grown bored killing hordes of critters backed up by 
one major underworld leader. I think that the orc disguise 
portion of the adventure will lead to some great role-playing 
and less die rolling. 
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Afrika Korpse is the most recent release for the Weird 
War II game from Pinnacle Entertainment Group. It is a 
144-page softcover book with a color cover that reminds 
me a lot of the Bomber sequence from the movie Heavy 
Metal and black & white interior art. It brings Africa into 
the Weird War II setting and has a retail price of $25.00 
USD. 


BETWEEN THE COVERS 


If you remember my look at the Land of the Rising Dead 
supplement for Weird War II I was less than enthused 
about the setting (the Pacific) until reading the book and 
then I cared much more about it. Well, with Afrika 
Korpse I was certainly looking forward to it well in 
advance of receiving the book. Maybe it was spending 
part of my youth watching ‘Rat Patrol’. 


Afrika Korpse is divided into four chapters (Desert 
Training, Ordnance & Equipment, Operational Overview, 
and Bestiary) and a Prologue, which is a quick read that 
will get you into the desert setting pretty quickly. 


In chapter one you'll get new character stuff, including 
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new classes (Digger, Scout, Tank Mechanic, etc) suited 
to the desert setting and this phase of the war. There 
are a handful of new skills and feats and many, as you’d 
expect, are more useful in a desert setting. Could you 
use ‘Find Water’ anywhere? Sure, but it’s many times 
more valuable in the middle of the desert than in 
France. Weird Feats are also presented here and these 
are things like having an uncanny knack for finding 
mines (hmm, I think that would be quite useful), Solar 
Healing (let the sunshine in!), and other non-standard 
abilities. Not unlike Special Abilities, but they are not 
class specific and can even lead to new storyline 
possibilities. Five new Prestige Classes (Fitter, LRDG 
Officer, Minefield Engineer, Native Guide, and Signaler) 
are presented and most of them could pretty easily be 
used in another WWII setting. 


Chapter 2 is not too long (14 pages) and gives you some 
new weapons, equipment, and explosives but the 
vehicles are what your players will probably want most 
since being stranded on foot in the desert will suck a lot. 


Chapter 3 has a nice bit of history to get you up to 
speed with what’s going on in the sand and is primarily 
for the War Master's use. The information presented 
here is great and will help any WM set the stage 
properly. There are also several adventure seeds but no 
full or mini adventure is included in Afrika Korpse. 


About the last 20 pages of Afrika Korpse are dedicated 
to the Bestiary. Undead are certainly present, but so are 
constructs in the form of planes or tanks that have gone 
down and are now re-animated as giant hulking 
monstrosities. Many standard Dungeons and Dragons 
undead or desert-y monsters will also work well in this 
setting. 


VALUE 


I liked Afrika Korpse quite a bit. The WM's section was 
very informative and is really the meat of the book. I’d 
rate the book at very good and it could have been great 
with the addition of at least a mini-adventure. The 
seeds are great and will get you started just fine, but an 
actual adventure would have been better. If I had to 
pick something to drop to get an adventure into the 
book it would have been most of the Bestiary, but that’s 
just me. Even without an into adventure I'd still 
recommend Afrika Korpse to anyone playing WWII and I 
can even take stuff out of it for use in d20 Modern. 
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Howdy partners, welcome to the northern territories. Now I 
know y’all are used to deserts and forests and comfortable 
temperatures but out here when it gets above freezing 
that’s summer time for us. Most of y’all are here to either 
make a name for yourself or strike it rich and I am here to 
tell ya there are plenty of opportunities out here in these 
territories but y’all better watch yer step or they might bury 
you in the frozen wastes. 


The Great Weird North shifts the action away from the 
deserts and forests of North America and into the cold and 
icy lands of the northern territories. The territories that are 
covered in this book are Canada, Alaska and even 
Greenland so there is plenty of acreage for new and old 
Deadlands characters to explore, grow and make a profit in 
this new land. 


One of the key things about this book is it is dual slotted for 
the D20 version of Deadlands as well as the classic version 
so you don’t have to wonder if this book will work with your 
current Deadlands campaign because it will. 


The first chapter is subdivided into four separate chapters 
and goes in depth on the regions that make up the great 
white north. The first of these chapters goes into depth on 
Canada and covers everything that you need to know 
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about our neighbors to the north. From the climate and 
terrain to the history of how Canada came to be, this first 
chapter will give the players a bit of perspective on this 
province. 


The next chapter deals with British North America and 
goes into the British occupation of some of the territories in 
the north. Other subjects that are covered in this section 
include the Canadian military and the Canadian Mounted 
police (or Mounties). The various tribes that inhabit this 
part of the region are covered as well. The next chapter 
covers all the smaller border territories in this frozen 
wastelands that range from Niagara Falls to the Yukon. The 
Last chapter goes further north as it delves into the snow 
covered territory known as Alaska, giving the readers a 
brief history on this province as well as_ climate, 
government and known settlements. 


Chapter two goes into detail on how to make characters 
that are well suited for the harsh climate of these frozen 
wastelands. There are new hindrances and edges that your 
characters can take on that range from Cold Blooded (not 
being able to handle cold) to Strong Digestion (being able 
to eat almost anything). There is even a section on creating 
Metis and Acadian characters (which are two new types of 
Indians, having European descent.) Also covered in this 
section is the new gear that your characters will need to 
survive out in this wilderness (from jackets and coats to 
canoes and dog sleds). Rounding out the chapter are four 
ready-made characters: British Soldier, Long Hunter, 
Mounty and Trapper. 


The final chapter of this book is for the Marshall and 
without giving too much away I can tell you that there are 
new creatures that prowl the northern territories as well as 
going into depth on some of the shady dealings going 
around in these territories. 


The interior art is very well done by some talented artists 
(Jay Rosen and Chad Sergesketter) that gave me the chills. 
One of my favorite pieces was done by someone who 
signed off on it R.Hard and it was a werewolf that was 
dressed in the tattered remains of a British uniform and 
clenching a musket in his huge paw. 


All in all the Great Weird North is a very worthwhile 
supplement to either start a new campaign in the great 
white north or to continue the trek into this frozen 
wilderness. For a mere $20.00 you get a ton of information, 
new characters edges and hindrances and more new 
critters that want to meet you in the worst way possible. So 
if yer ready enough go out and get a copy of this book 
today, but be sure to pack yer long johns because it’s cold 
up there! 


D209 PRODUCT REVIEW 


Death is part of the natural order of things. Every living 
thing eventually dies but in the world of Deadlands not 
everything stays dead. Sometimes when a character dies 
an evil spirit known as a Manitou can possess the body of 
the deceased and make the character come back to life (or 
unlife as some people call it). These walking corpses are 
called the harrowed and they are covered in this new 
supplement from Pinnacle Entertainment Group. 


The Way of the Dead is for use for the D20 Deadlands 
game (and is not intended for use for the original 
Deadlands system). This supplement provides all the 
information that you will need to either bring one of your 
deceased characters back from the grave or to create a 
new, dead character from scratch. The first chapter of the 
book tells a story of the prospector and how he is telling 
some folks who recently came back from the dead and also 
explains the layout of the book. 


The next chapter goes into detail on how you would create 
a Harrowed character to bring into an existing campaign. 
From the steps to getting the okay to run such a character 
and then after the character is killed figuring on who is 
control of the character and dealing with lynch mobs and 
the like. Also any character that is brought back to life has 
to roll on a table for a hindrance. These hindrances range 
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from simple Rage to Degeneration (imagine being a dead 
character that falls apart over time... yuck). 


Chapter three deals with the special powers and abilities 
the walking dead can possess. These powers range from 
the common ones such as Claws or Berserker to such 
extraordinary feats such as Hell Wind (The ability to 
conjure up a whirl wind from hell) and Stitchin’ (Which is 
the ability to draw energy from the Hunting Grounds to 
heal damage done to the corpse). All of these new abilities 
almost make up for being dead (notice I said almost). 


The next chapter is a no man’s land section (which means 
until you're familiar with the rest of the book, save this 
chapter for later.) This chapter has the prospector warning 
us about some of the downfalls of being a Harrowed. From 
all the different groups that dislike the undead to the 
warnings about stealing powers from supernatural beings. 


Running one of these new campaigns will take a lot of time 
and effort on the part of the Marshall and the next chapter 
goes into that as it instructs the Marshall how to properly 
run a campaign with Harrowed characters (as well as from 
keep those powerful undead from getting out of line). The 
last two chapters deal with the prospector (the same one 
that you see in almost every Deadlands supplement) and 
how to introduce him into your campaign and there is also 
an adventure called Dark Canyon, which will introduce your 
players to the realm of the undead. 


One of the smallest sections of this book is also one of the 
most invaluable. There is a section of this book that deals 
with converting your Deadlands classic characters into 
Deadlands D20 characters. So instead of starting over from 
scratch you can incorporate your favorite old Deadlands 
characters into the new D20 campaign. 


The art in this book is suffice to say very well done but also 
very ghoulish. Some of the interior pieces are a bit 
disturbing but they do give you a feel for the book (one of 
my favorite pieces is an evil dead inspired piece of 
someone fighting with a severed arm). 


For people who want to start a Harrowed campaign this is a 
great source of material for getting started and also 
keeping those new players in line. But unless you're 
starting a new campaign with these undead critters then 
you might want to steer clear of this book. All in all it has a 
lot of invaluable information for people who want to start a 
campaign like this and at $19.95 it is very affordable. So if 
you feel up to playing this kind of campaign, dig yerself up 
out of the ground and shamble on down to your store to 
pick up a copy of The Way of the Dead.. but don't let the 
Pinkertons catch ya! 
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BASICS 


“Darwin's World”, by RPG Objects, is a d20 role-playing game 
set in on post-apocalyptic Earth. The 128-page basic book 
includes races, character classes, and other information to run 
the game. In addition there are two supplements, the 72-page 
“Metal Gods” and 64-page “Terrors of the Twisted Earth”. 


All are soft-cover books. The front and back covers are full 
color but the illustrations inside are black and white. The basic 
book retails for $19.95 and the supplements are $14.95 each. 


BETWEEN THE COVERS 


The basic book includes all the information needed to create 
characters for “Darwin’s World”. It provides races, character 
classes, prestige classes, skills, feats, and equipment. In 
addition, it provides rules for mutations. A survey of the game 
background is also included. 


“Terrors of the Twisted Earth” is the creature supplement. It 
includes descriptions of 51 creatures and 5 NPC templates 
based on the classes in the basic book. 


The “Metal Gods” supplement adds robots and androids to 
Darwin’s World, including rules for android characters, skills, 
feats, and prestige classes. There are descriptions of the 
common robots and androids that can be encountered as well 
as information on robot equipment. The book ends with 
adventure hooks for low, medium, and high adventures as well 
as a complete mini-adventure. 


THE BACKGROUND 


“Darwin's World” is set on an alternate Earth in the far future. 
The timeline diverges from our own after World War II. In the 
ashes of Hiroshima and Nagasaki and the rules of Europe, 
everyone celebrates the end of the war. Rather than 
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engaging in rebuilding the world, the United States returns to 
its isolationist stance, leaving the rest of the world to rebuild 
on their own. For the next 30 years, the United States makes 
great technological progress in an environment of Ozzie and 
Harriet — a view enforced by the protective attitude of the US 
government. Beyond the US borders, the rest of the world 
slowly rebuilds. There are small wars and border skirmishes 
between the nations, but there is a uniting jealousy and spite 
toward the blissful Americans. 


In addition, the environment finally succumbs to industrial 
pollutants. The United States reacts by building domed cities 
and underground bunkers to preserve their way of life. All of 
this finally boils over into a new war when in 2000; the forces 
of Europe under England, Germany, and Russian invade the 
United States. This is a full-fledged nuclear war. Citizens 
retreat deeper into the shelters to wait the war out. Massive 
earthquakes and chemical and biological poison further 
damage and change the environment. Civilization breaks down 
into small communities isolated from each other. 


THE GAME 


“Darwin's World” presents four “races” that are actually levels 
of mutation. These are Human, representing the standard 
human without any mutations. First Generation Mutants are 
those with limited mutations, while Second Generation Mutants 
have more pervasive mutations. Third Generation Mutants 
receive even more mutations but these are better integrated 
than the other generations. Mutations have a corresponding 
point value. Each mutant generation has a number of points 
with which to buy mutations. Mutations can be either 
physical or neural and can either benefit or harm a 
character. Neural mutations require a Concentration check 
to be used. In addition to races, “Darwin’s World” also 
provides different backgrounds, or origins, for the 
characters. The origins provide the characteristic modifiers 


that are normally associated with race in other d20 games. 
Some of the origins are ferals, primitives, hedonists, and 
advanced. The system provides five basic classes to 
replace the standard d20 classes. These are Guardian, 
Raider, Scav, Thinker, and Trader. In addition, there are 12 
prestige classes, some of which are Foundationist Paladin, 
Cartel Trademaster, and Symbiot. 


The “Metal Gods” supplement adds androids as a new race. 
Android characters do not have origins. Android characters 
use the standard classes, but there are additional android- 
only prestige classes such as Assassin Android, Android 
Mastermind, and Foundationist Android. “Darwin's World” 
provides a rich set of skills and feats that are tailored to 
this specific environment. The “Metal Gods” supplement 
adds additional feats and_ skills unique to androids. 
“Darwin's World” includes a large list of equipment that is 
broken down into two categories. The first category is 
composed of the mundane equipment used daily by the 
inhabitants. The second includes the artifacts of the 
ancients, powerful devices created before the fall of 
civilization. 


GAME WORLD 


The “Darwin's World” core book is mainly composed of 
character creation information. The book has one chapter 
devoted to describing the world of the game. This covers 
the basics of the post apocalyptic world including major 
political groups, myths and legends, and adventure 
locations. In addition, it has some information on general 
environmental dangers. There are no creatures listed in 


the basic book, but the “Terrors of the Twisted Earth” 
provides a sizeable set. These creatures cover the range 
from simple mutations on know species such as the Two 
Headed Mutant Bear to completely unique creatures such 
as the Marionette Worm. The “Metal Gods” supplement also 
includes different types of robots and androids. “Metal 
Gods” also includes a Cyborg template that can be applied 
to NPC's, creatures, or player characters. 


VALUE 


The “Darwin’s World” RPG presented in these three 
volumes is a very good work. The designers have captured 
the post-apocalyptic feel very well. They have wisely stuck 
close to the basic d20 system and only varied where 
necessary to capture the feel of their world. In fact, they 
specifically list the differences between their RPG and the 
basic d20 rules. I was especially pleased with the way 
mutations are handled in this game. They are an integral 
part of the system and not just added on as an 
afterthought. The same can be said of the android and 
robot rules. Even though these are in a supplement, it is 
clear that they were designed to fit easily into the basic 
game system. As I was reading through the books, I kept 
thinking fondly of the old TSR game “Gamma World”. 
“Darwin’s World” is a much better treatment of this. I 
would recommend all three volumes for players who are 
looking to mix fantasy and science fiction in a decidedly 
dark world. If you’re familiar with the Mad Max series of 
movies or “Waterworld”, you'll be right at home in 
“Darwin's World”. 
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D2Q0 PRODUCT REVIEW 


CORUSCANT AND THE CORE WOR i 


—_ ae 


CRAIG R. CAREY, CHRIS DOYLE, JASON FRY, 
PAUL SUDLOW, JOHN TERRA, DANIEL WALLACE 


BASICS 


Coruscant and the Core Worlds (CatCW) is a hardback 
supplement for the Star Wars role-playing game by 
Wizards of the Coast. It has a full color cover that 
you should be able to recognize from Episode II: 
Attack of the Clones, a full color interior on slick 
paper, and a page count that clocks in at 160 with a 
retail price of $29.95 USD. 


BETWEEN THE COVERS 


Inside (CatCW) you'll find a great amount of 
information on what is likely to be the center of your 
Star Wars campaign. As is pretty standard, and 
thankfully so, for all of the Star Wars products that 
I've taken a look at the interior is just wonderful. 
There are very few movie stills, but the rest of the 
artwork is very nice and the only thing I could have 
asked for is more of it. The maps in the book are 
also nicely drawn and easy to read. It all ads up, 
especially with the slightly pale green base page 
color, to a very aesthetically pleasing tome. 


by Mark Theurer 


The main focus of the book is, as you’d guess, 
Coruscant, but many other planets are given much 
more than just lip service. I’m certainly not the 
‘stand-in-line-for-days’ kind of Star Wars fan, but I’d 
consider myself at least moderately informed on the 
universe, but I found myself learning a lot more about 
it and was really interested the whole time. NPC’s 
(GM Characters) abound and the only thing that 
would have made their sections better would be 
illustrations of all of them, but then we’d have a much 
higher page count and cost. Many of the new species 
presented could serve as interesting PC’s but an 
illustration of each is not provided, which would have 
been nice but a text description serves pretty well. 
There are also many new creatures to spring on your 
party of adventurers, 29 in fact and several new 
droids, starships and vehicles are also included. 


The list of new Feats is not huge (six) but I didn’t 
mind this much at all because what I found to be the 
real focus of the book was as a supplement for the 
GM to use to enrich his games and in this aspect it 
hits on all cylinders. Each planet has a section for the 
GM with adventure seeds, each planet having at least 
a couple that run a paragraph or more in length and 
guarantee that you'll have something to do no matter 
where your players journey’s take them. 


VALUE 


I found CatCW to be a highly valuable book for any 
Star Wars GM. The amount of information presented 
here will help any campaign era and with the amount 
of travel that is possible in a space-faring game and 
it’s all usable and is presented in a very easy to digest 
manner. I’m not saying to stay away from the book 
if you're not a GM. Not at all. In fact, there is a good 
deal of information that players will find interesting 
including a new Prestige Class the Seyugi Dervish, 
which is really suitable for players/characters with 
flexible morals, but looks like it could spice things up 
nicely especially if levels are given to a major 
antagonist. All told, Coruscant and the Core Worlds is 
a beautiful addition the Star Wars role-playing game 
and any GM would benefit from it being in their 
collection. 
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D2Q0 PRODUCT REVIEW 


The Heroes of High Valor line 
of race-specific books 
continues with Elves, one 
that I have been looking 
forward to seeing since I 
heard it was next on the list. 


It’s a 78-page digest sized 
softcover book that retails for 
$9.95 USD and is available 
from Badaxe Games. If 
you’re familiar with the first 
two books (Dwarves and 
Half-Orcs) you'll see the 
same kind of content here. 


The book centers around ten PrC’s that are all built on 
the favored class of Elves, the Wizard. Page count and 
quality have both increased with this release and it’s my 
favorite of the group right now. The Feat section 
provides new General, Fighter and Elf-only feats along 
with some Arcane Feats and Spell Wards, which word in 
conjunction with spells and spell slots. The skill section 


by Mark Theurer 


adds masterwork components that can be used to 
increase the effectiveness of bows, which you’d expect 
as this is a book about Elves. These little perks won't 
overpower anything, but will serve to make things a little 
different and interesting. The same type of thing can be 
done with Elves crafting wooden items. 


Of the Prestige Classes here I found the Exemplar 
(Wizard-Paladin) to be my favorite. I imagine a noble 
holy warrior charging into battle firing off spells from his 
deity and those of an arcane nature. 


The section on Elven role-playing is nice, but since we’re 
talking about a race with Wizard as their preferred class 
there is a very nice section on creating new spells that 
would be of value to any Wizard, not just Elves. 


I liked Heroes of High Valor: Elves quite a bit and look 
forward to the next two books in the series, Halflings 
and then Gnomes. 
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Last issue we got to take a look at the concept artwork 
for some new 100 Kingdoms armies and now we've got 
the figures themselves in hand to monkey with. 


First up are the Wildlings, which are a race of centaurs 
and should be familiar to any player of fantasy games. 
Below are two, of three different troop types, of 
Mustang warriors. The first is a pretty standard line 
trooper who comes with a sword and the second is an 
archer. Not pictured is the third type of Mustang warrior 
who wields a bolo. The archer has a separate bow and 
quiver which fit easily onto the model. 


Each of the models needed some cleaning on the mold 
line which was visible but not excessive. There were no 
defects at all and the top human half of the body fit 
easily onto the horse bottom. The horse halves of all of 
the Mustangs are identical, but having the ability to 
rotate the top half can give the illusion of having several 
different figures/poses. 


Each blister of Mustangs comes with two _ identical 
models for $10.00 USD. This is a marvelous bargain for 
what are essentially two all-metal cavalry figures. Uses 
outside of 100 Kingdoms certainly include Confrontation 
as Keltois Centaurs and in fantasy rpg’s as player 
characters or monsters. 


To the top-right we have a couple Clydesdale warriors to 
take a look at. The top one is a female warrior armed 
with a small crossbow and below her is another warrior, 
this one with a sword and shield. The Clydesdales also 


come with identical lower halves, but are wearing much 
heavier armor, plate as opposed to very light leather and 
what look like blankets on the Mustangs. The upper 
human halves are also in much heavier armor. I expect 
that even with a missile weapon, the Crossbow(wo)men 
will be quite formidable in close combat. 


Like with the Mustangs the only cleaning that was 
needed was along the mold line, mostly on the horse 
part. Both of these troops are pose-able, if you are 
careful. The arms of both can be bent to give you a bit 
more variety. The separate sword and shield of the 
warrior fit on to the model without any trouble. 


Again, you get two of each model in a blister for $10.00 
USD. Other uses for them are the same as with the 
Mustangs. 


Below-right is the 
leader (Warlord) of the 
Wildlings army, the 
Lord of the Hunt. Like 
the other Wildlings he 
comes as an upper and 
lower half, but no 
separate weapons 
here. He’s even more 
heavily armored than : 
the Clydesdales and Rd 
has a bit of an 
Egyptian look to him. 


His fore legs are up 


ready to stomp someone into oblivion. He needed the 
least cleaning of any of the Wildlings that I took a look at. 
At $8.00 USD he’s cheaper than many other cavalry 
models of similar size and, like the other Wildlings, has 
uses beyond 100 Kingdoms. I truly enjoyed all of the 
Wildlings models and very much like the fact that the guys 
at Black Orc Games are branching off into new areas and 
not duplicating previous armies. 


The next three pictures are from the Freak Show army, 
also featured in the Concept Art section of the previous 
issue of Fictional Reality. 


First up is the giant Monster. Once assembled, which is a 
very easy process as the two parts of this model fit 
together perfectly, he stands almost 3.5” tall from the 
bottom of the base to the tip of his club. Other than his 
massive club he’s wearing clothes that have been torn to 
hell and I’m sure that he’s carrying around plenty of BO. 


His skin is in about 
as bad of shape as 
his clothes. It’s 
scarred, stitched, 
wrinkled and worn 
like some _— giant 
Franenstien mon- 
ster. There was a 
bit of flash that 
needed to be 
cleaned, but it was 
almost un- 
noticeable. The 
mold line was 
equally minor and in 
just a few minutes 
he was ready to 
glue together. 


This is a_ great 
figure even if you’re 
not building a Freak 


Show army. Can you say Giant Zombie? I thought you 
could. Imagine your PC’s faces when they turn the 
corner to find a hoard of zombies and then this 
monstrosity makes his way through the fog to pound 
them into jelly. Brings a tear to my eye knowing the joy 
I'll experience...tee hee. 


At $7.50 USD he’s also very economical. He comes in 
taller than most Ogres, is cheaper and has an awesome 
use outside of 100 Kingdoms. 


Above are two of the Circus Freaks, which come two to 
a blister for $6.50 USD. Each model comes as either 
four or five pieces (body plus various arms and legs, and 
one ponytail). There was a bit of cleaning needed, more 
in the area of flash that needed to be trimmed rather 
than the mold line, which really was not visible on either 
model. 


These guys are veteran troopers for the Freak Show 
army and have the same ragged complexion as the 
Monster and the Tall Man (see next page). These guys 
go one step further on the weird meter as they are 
either two guys that have been fused together or 
Siamese twins. I'd go with the latter as the army 
centers around stuff that you’d find in a carnival or freak 
show. 


Out of all of the 100 Kingdoms figures that I’ve put 
together these were the most trying. They took a lot 
more of my patience and time than any others, but they 
did go together and everything fit just fine. They are 
not bad models, far from it in fact. They just took 
longer, maybe because some of the appendages were at 
angles that made them harder to glue into place and 
hold for a few seconds for the glue to set. 


Looking at these figures you might think that their 
usability outside of 100 Kingdoms would be severely 
limited or just plain non-existent. I'd have to totally 
disagree with that assessment though. Double-tough 
zombies for Dungeons and Dragons, sure. Feral 
mutants in Traveller? or another space game, yup. 
Some strange result of a covert government experiment 
gone horribly wrong in d20 Modern, now you're talking! 
Very cool figures but be ready to spend more time 
putting them together. 


To the left is the Tall Man, our 
last Freak Show miniature for this 
issue. While not as tall as The 
Monster he stands almost 2.5” tall 
from the bottom of his base to 
the top of his head and is very 
skinny. He must be married to 
the bearded fat lady, oh now 
there’s an idea for an addition to 
the army. She could be as big as 
a house, terribly slow, but can 
swallow down a figure in a single 
gulp. Oh, wait, I’m getting off 
track. 


He has a torn-up appearance, 
Similar to that of The Monster, but not quite as extreme. 
The model comes as three pieces (body and two arms) 
and went together very easily. There was almost no 
cleanup needed and the arms fit into the sockets on the 
upper torso perfectly. Being separate, you have some 
freedom to move the arms a bit and vary the pose. At 
$5.00 USD he’s not overpriced at all and can also serve as 
a zombie somewhere between regular size and the really 
big Monster sized variety. 


Moving on to the 
Kingdom of Avalon we 
have King Thomas 
Killian, the leader 
(Warlord) of — that | 
faction. He comes asa | 
single piece that needed | 
just a bit of attention 
before priming, but 
nothing out of the 
ordinary. 


| 
: 
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King Thomas strides into battle wearing 
heavy plate armor and a long cloak. A 
longsword is his only weapon and his crown 
definitely indicates that he’s the man in 
charge. Facial detail was very nice on this 
figure and he looks like he'll be easy to paint 
to a nice standard. At $4.00 USD he’s very 
well priced and could serve as a leader in a 
Warhammer Fantasy Brettonian army or as 
an NPC in pretty much any fantasy rpg. 


At the top-right is the Avalon Battle Monk. 
He’s priced at $4.00 USD and comes as single 
piece model that had very little in the way of 
a visible mold line, but there was a little bit of 
flash, mostly on his weapon, that needed to 
be cleaned. This was no big deal at all 
though. 


The monk is wearing basically nothing in the 
way of armor, but is swinging around a 
rather large two-handed axe/hammer that is 


is ready to come 
crashing down on the 
head of any non- 
believer. Facial detail 
was very good on this 
model and the pose 
gives a very good illusion 
of movement. 


This is a very good 
model with applications 
as a player character 
Cleric or as a hero-type 
in a Warhammer Fantasy 
Empire army outside of 
100 Kingdoms 


Last up this time around is the Vespidian from the Hive 
army. As you can see it comes as 9-pieces and once 
assembled (take a look in the Hive section of the 100 
Kingdoms website) sits on a 40mm base. For a model 
with so many pieces it went together quite quickly and 
with a minimal amount of cleaning. The wings are 
bendable (but be careful because they are on the thin 
side and could break) so you can give it an appearance 
of just having swooped down on its prey. 


Since the body is the largest piece of the model and 
looks a bit flat you might think that is the case once the 
model is assembled, but it’s really not. The other arm 
and the wings really let you give the model a sense of 
motion and fluidity. 


As the general of the Hive army you'll definitely be 
picking one up if you go with them for 100 Kingdoms 
and outside of that you could maybe use them as 
insectoid monsters in a fantasy rpg or you could maybe 
use one as a Chaos Spawn in Warhammer Fantasy. The 
Vespidian will set you back $7.50 USD 


More figures recently arrived from Excalibur- 
Miniaturen in Germany and the first that we'll 

take a look at is the Dwarf (Zwerge in 
German) box set for Magic Challenge. In the 

box you'll find thirteen models, 12 dwarves 

and one human wizard. You get multiples of 

various models as can be seen to the right. I'll 

go over the top row first from left to right. 

The first guy has a shield in his right hand and 

looks like he’s either trying to put his helmet 

on, or more likely, about to bash someone in 

the mouth with it. He’s wearing padded 

leather armor and the head is very nicely done 

with three large braids in the back. These are 

very good standard troopers. Next, the 
crossbowmen, are in slightly different armor 

(nice touch) and are carrying a pouch of bolts 

and a dagger on their belt. They are in a bit 

more static pose, but look at the ready. A bit 

less hair on the head’s of these guys as they 

will need some sunscreen to keep the top of 

their heads from getting sunburned if they 

stay out too long. The hammerers are in mid- 

swing and are in the same padded armor as 

the first guys. In fact, the model looks like a 

very simple modification of the first guys, but 

it works. Not sure if the first guys lost their 
hammers (mortal sin for dwarves) and are 

resorting to bonking you on the head with their helmet 
or what. Along the bottom we start with the human 
wizard who is kitted out as you'd expect with a tall 
pointy hat, a staff and long robes. His hand comes a 
separate piece and glued in easily. It’s not that he 
seems dramatically out of place, but I’m wondering why 
a rune priest or other dwarven spellcaster was not 
included in his place. The next guys are similar to the 
very first dwarves in the fact that they are not carrying 
weapons. They could be brawlers or if you prefer it 
would be quite easy to glue on any fantasy weapon of 
your choosing. Last up are dwarves with two-handed 
axes. They had a bit of flash around the head blades 
of the axe, 

which was 


really pretty 
minimal and 


was the most a 


that I found on 
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way of cleaning at all. The set has a retail price of 25.00 
Euro (about $26.40 USD) which puts each figure at just 
around $2.00 USD and that’s a very good price. If you 
can use a bunch of dwarves then this would be the way 
to go. I can see the set being used as a group of dwarf 
hirelings if not in Magic Challenge. 


Below is another box set, this time for the Fearless 
game. These are a group of Maygone Veterans. I tried 
a simple altavista translation of ‘maygone’ thinking that 
it's some kind of German word, but didn’t get anything 
back. I’d be willing to bet that it means something, but 
I’m not sure what that is right now. In the box you get 


xl 


seven figures that are a bit taller than a goblin but 
shorter than a normal human figure. They are all 
wearing what look like space-suits with heavy carapace 
padding on the chest with knee and elbow pads. All of 
them are armed with two weapons, a large serrated 
blade, a three pronged punch-dagger, or a bi-dent (for 
the leader) and a wrist mounted mini-crossbow. Even 
with the mini-crossbow I'd have to go with them being a 
close combat unit. Each figure needed a bit of cleaning 
around the mold line, but it went pretty quickly as it was 
quite faint. There was really no flash to speak of and 
there were no defects on them at all. I think that the 
best part of these guys has got to be their faces. They 
are all very angry or grumpy looking and just seem 
ready to get into a fight. There area also seven back 
banners that glue easily into place on each miniature or 
you cold opt to go without the banners and fill in the 
hole on their backs with a bit of putty. Outside of being 
troopers for your Fearless army I could easily see them 
being dropped into a game of Traveller”? as enemies or 
in Inquisitor, played with 28mm figures, as a roving 
band of Gretchin mercenaries. They are not so sci-fi 
looking that they could not also pass as fantasy figures, 
maybe deep gnomes, if painted up properly. The set 
retails for 20.40 Euro (about $21.77 USD) which ends up 
costing around $3.11 per figure which while a bit higher 
per figure than the fantasy dwarves, is not 
unreasonable. Getting multiple poses of the troopers is 
a big plus in my book though. 


Biker Bibby (below), another model for Fearless, is a 
three-piece motorcycle babe with the turreted 
machinegun and the base being the separate pieces. 
The rest of the model is all one single piece. Bibby is 
straddling her bike in a forward facing position lying on 
her stomach. The mold line ran all of the way around 
the length of the figure was not thick at all. The 
protrusion on the back wheel fits onto the metal base. I 
am a bit curious as to why they didn’t go with a more 
standard plastic base, but the metal one does work fine. 


The figure has a very anime feel to it and I really like 
the different wheel sizes. Bibby herself is wearing 
nothing more than what looks like an spandex leotard 
with high heels and could have just walked off of the set 
of some 80’s exercise television program. 


There are several uses for Bibby outside of being a Biker 
Babe in Fearless. I’d have no trouble at all dropping her 
into a game of Judge Dredd as an adversary or maybe 
even as a non-Judge player character. Any sci-fi game 
that supports troops on bikes (Warhammer 40K and 
VOID come to mind first) could see a whole squad of 
these chicks replacing the standard models if you're so 
inclined or she could serve as a unit leader or 
personality. The model also comes with a rules card and 
a template for measuring bootleg reverse turns. Biker 
Bibby has a retail price of 12.90 Euro (about $13.63 
USD) which is not bad for an all-metal motorcycle and 
rider, especially if you’re only using one instead of a 
whole squad of them. 


Last up from Excalibur this time around is another large 
combat robot. This is the second in the I-Core series of 
robots. You'll remember seeing I-Core 7 (right) 
reviewed in a previous issue of FR and this hulk is 
variant #5. There are many pieces 
that go into putting together I-Core 
5. Thirteen was my final count of 
pieces and that does not include a 
couple of nosecone and small 
weapon variants. The models did 
need some cleaning up on many of 
the parts in terms of both flash and 
the mold line, but it was not 
excessive and neither were thick at 
all. 


Both of the I-Core combat robots would make 
impressive combat robots in many games (28mm or 
54mm) outside of Fearless if you decide to take that 
route. I-Core 5 has a retail price of 20.40 Euro (about 
$21.77 USD) and is a good versatile robot. 


MINI 


Along with the IK: Warmachine 
battle report later in this issue we 
have a bunch of heavy metal to 
look at in the form of IK:W 
miniatures. 


First (top-right) is Warwitch 
Deneghra, the Warcaster for the 
Cryx faction. She comes as a 
three-piece model (figure, head 
and back-banner). The head is 
helmeted and her lips can be made 
out under the bottom of the 
helmet. The back-banner is a 
series of blades connected at a 
central point that fits into an 
indentation on her back. You'll 
need to be a bit careful with it as 
some of the blades could break if 
handled too roughly. The bulk of 
the figure is wearing plate armor 
and she has long flowing robes that 
extend quite a bit over the edge of 
her base. They have a good 
amount of movement and should 
paint up nicely. The pose is good 
and simulates her being at the 
ready to cast a spell or send her 
jacks forward into battle. My only 
issue with this figure, and it’s not a 
big one, is that the shaft of her 
spear is really more flat than 
round. She is available as part of 
the basic Cryx battlegroup set 
($39.99 USD). 


The first Cryx Warjack, actually 
Helljack, is the Slayer. It comes in 
eleven pieces and each needed a 
bit of cleaning attention, but no 
defects were found and assembly 
went off without a hitch. From 
base to tip of the top the Slayer 
comes in at 2.5” in height. 


If there was ever an undead- 
looking steam powered golem this 
is it. The Slayer is a mix of armor 
plating, steam, bones, and all sorts 
of evil-ness in one nice neat 
package that’s ready to rend and 
tear. 
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The arms of the Slayer are really 
the only places where you can 
customize the figure unless you 
want to bust out your Dremel tool, 
saws, pins and putty. It should 
look most cool painted in green, 
purple and bone. The Slayer can 
be found in the Cryx battlegroup 
set or on its own for $19.99 USD. 
If you don’t plan on playing IK:W 
then you cannot go wrong using 
the Slayer as a Chaos Dreadnought 
in Warhammer 40K. 


In the Cryx battlegroup set you 
also get two smaller ‘jacks, 
called Bonejacks are speedier, 
but less sturdy than the Slayer. 
I expect them to be used in 
pack-attack tactics or against 
non-jacks. 


The Deathripper (bottom) and 
Defiler are both identical four- 
piece models except for the 
lower part of their jaw. The 
Deathripper has a set of nasty- 
looking claws and the Defiler 
sports a small cannon weapon. 


They each required only a tiny 
bit of cleaning and they both 
went together easily. As with 
the Slayer, they are available in 
the Cryx battlegroup set or you 
can get two of each for $12.99 
USD per set of two. 


Ok, now, on to the Khador 
battlegroup set starting with 
their Warjacks. First, these 
are some brutally huge ‘jacks 
that are ready to put a serious 
beat-down on someone. The 
Juggernaut (top-left) is armed 
with an Ice Axe and a huge 
amount of plate armor. It 
comes as a six-piece model 
and each one needed a bit of 
cleaning. 


Most of its pieces needed 
some cleaning, but nothing 
beyond normal trimming of a 
little flash and a faint mold 
line. There was a gap on the 
upper part of the model where 
the top piece connects to the 
front just above the head. I 
didn’t notice this on the 
picture at the IK: Warmachine 
website so I have a feeling 
that it might have to do with 
me getting an early cast of the 
model. I plan on an easy fix 
with green putty. It sells for 
$19.99 USD on its own or 
comes as part of the Khador 
battlegroup box set. 


The Khador set comes with 
two heavy Warjacks and none 
of the light variety. I’m not 
sure that the word heavy 
describes them adequately. 
I'd say frickin’ heavy is closer 
to the truth. The Destroyer 
(middle-left), as with the 
Juggernaut is a_ massive 
collection of armor plate and 
huge weapons. The Destroyer 
is armed with an Executioner’s 
Axe and a Bombard with 
which to rain down death on 
your enemies. 


The Destroyer is also in six 
pieces that went together well 
after just a few minutes of 
prep work. I noticed the same 
gap at the top end of the 
model as with the Juggernaut 
though, a bit more putty I 
suppose. 


Even with the need for some 


minor body work on_ these 
models I still like them very 
much. The Destroyer is also 
available on his own for 
$19.99 USD. 


Last (bottom-left) is 
Kommander Sorcha, a 
Warchaster. Remember the 
Butcher from last issue, same 
faction. Like the Butcher she 
is wearing lots of plate armor, 
but she is also wearing a 
shawl that comes down to her 
boots and a hat that you’d be 
likely to find in a Russian flea 
market, very cool. This is a 
single piece model that is 
carrying a very cool huge 
hammer and has a pistol in a 
holster on her belt. 


Detail was excellent on_ this 
model and cleaning was really 
not needed at all. Truly a 
superior model that could 
easily serve as a cleric or 
fighter in Dungeons and 
Dragons. She also reminds 
me a bit of Ivana Humpalot 
from Austin Powers. Sorcha 
comes in the  Khador 
battlegroup box set ($39.99 
USD for the set of Sorcha and 
the two heavy Warjacks). 


Even if I had already started, 
and loved, playing ‘IK: 


Warmachine I could find many 
uses in both fantasy and sci-fi 
games for most if not all of 
these models. Below is a peek 
at the upcoming Mage Hunter 
model. 
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This issue we have a continuation in the Lord of the 
Rings 54mm line from Mithril miniatures. There area 
five packs of figures presented here starting with Elrond 
and Isildur above. Each has a retail price of 12.99 Euro 
(about $14.00 USD, checked during FEB 2003). As 
you've come to expect with the 54mm line of Lord of the 
Rings figures each comes on a separate textured metal 
base so all of these figures are perfectly suitable for 
display or game use. 


Isildur comes as a three piece model, not including the 
base, made up of the body, his right arm and his cloak. 
The mold line was pretty faint but did pass through part 
of his face so careful cleaning is in order so as to not 
mar the model. His sword is in a downward position, 
but this could easily be altered with a pin and a bit of 
putty. The cape fits perfectly onto the back of the 
model and has caught the wind and is flowing. He is 
wearing heavy plate armor with chainmail at the joints 
and has a scabbard to his left side. Facial detail is 
simple and effective, but not lacking. 


Elrond, the Elven lord, comes as a single piece and is in 
somewhat of a contemplative pose. Facial detail on 
Elrond is the best part of the model 
and it does not disappoint at all. His 
robes hang straight down but have 
enough folds to where they can be 
painted with lots of shadow and 
highlight. The mold line on Elrond 
was just about unnoticeable. 


Neither model had any other 
cleaning issues and there were no 
defects to be found at all. Two 
good figures that should paint up 
very nicely. 


Next is a blister of two figures, Bilbo and Gollum, sitting 
next to each other on a single base. As is seen below 
each figure comes as a single piece with no extra 
assemble, or modifications, needed or possible. 


Bilbo is dressed in leathers and has a dagger at his left 
side while Gollum is wearing just a loincloth. The mold 
line on Bilbo was so faint that I almost missed it and the 
one on Gollum was really not much more than that and 
cleaned up in just a second. Gollum is very thin and has 
a suitably emaciated look to him while Bilbo’s chubby 
cheeks are clearly visible. Other than as part of a 
diorama or as a single display piece this blister has 
somewhat less usability than the others. 


Not only could you use most, if not all, of the 54mm 
Lord of the Rings figures in a fantasy version of 
Inquisitor or a large scale game of Mordheim, but you 
could even use them in a large scale (figure scale) role- 
playing game or Isildur and Eowyn (see below) could be 
used as half-giant player 
character models with no 
problem at all. 


Eowyn — (center-bottom) 
comes as four pieces, 
again not counting the 
base, made up by the 
bulk of the body, her 
right sword-arm, her shield and finally a scabbard that 
will go on her left side. This is a very nice figure with 
good animation. Her sword-arm could be rotated to a 
slightly modified position if you like. 


Eowyn is wearing a long chainmail coat with leathers 

underneath. In addition to the sword she has a dagger 

on her belt and a small pouch around her back. 

Cleanup went pretty quickly and, as with the others, 

the mold line was somewhere between very faint and 
Unnoticeable and there were no 
defects to be found. 


The Bilbo and Gollum set and 
Eowyn also have a regular retail 
price of 12.99 Euro (about $14.00 
USD for each blister). 


Last for this batch is a hefty blister 
that contains Saruman and Gandalf 
fighting it out on a set of stairs. 


Both of these figures are quite tall 
(even for being 54mm figures) and 


Are quite impressive. Each comes as in two pieces (figure and staff) and 
detail was very good. Both of their robes should come out very nicely when 
painted and, in my opinion, Saruman is the better of the two models. That 
is not to say that there’s anything wrong with the Gandalf figure, because 
there is not. It’s just that the Saruman figure is very, very nice. He might 
not be tall enough for a giant in Dungeons and Dragons, but I’m sure that I 
could find a use for him, even alongside standard 28mm figures. 


The stairs (not pictured) are as heavy, if not heavier, than each of the 
individual figures and seem a bit superfluous, but I guess they needed 
something to stand on after all. 


This set retails for 21.99 Euro (about $23.78 USD) which seems right when 
compared to the other sets and considering you are getting two of these 
rather large fiqures. 


"Making Your Home A Great Place To Wage War” 
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"This book is a must have for any 
GM; regardless of system." 
4/5 starts, En World 
"An exceptional book about NPC 
design, NPC Essentials may be 
used for any roleplaying system.” 
~ 5/5 overall, RPG.net 


"The book is a wealth of 
information for GMs new & old." 
- 5/5 stars, Gaming Report 

"a wonderful product. It's an 
essential product and even if 
you're a GM with dozens of years 
of-experience | still think you'll 
benefit from NPC Essentials.” 
9/10 rating, The GameWyrd 
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Our look at 
Confrontation 

models starts off 
with the new 
boxed set of Orc 
Slayers. For 
$29.99 you'll pick 
up 5 rather large 
and _ brutal orcs 
that are just bent 
on bloodshed. 


All five of the 
models are 
different sculpts, 
which gets high 
marks from me and should also from anyone else that 
craves variety in their troops. On this page you'll see 
two of the regular troops. There are two varieties of 
each of the styles presented here. The other two can be 
seen on the next page. Both carry large swords and a 
flail, but style one has the sword more prominently 
displayed while style two focuses more of your attention 
on the flail. 


Each model comes in four pieces (body, head, flail arm 
and sword) except for the leader who has a fifth piece. 
They all went together rather easily and the quality of 
the castings was superb. Cleanup consisted of just a 
minute on each of the model’s mold lines and flash was 
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basically non-existent. 
A few of the heads 
came together on one 
metal casting so you'll 
need to be just a little 
careful when — sep- 
arating them to avoid 
damage. 


For most of these 
models you'll be left 
with adjusting the 
angle of the sword if 
you want to modify the 
pose at all. The ones with the flail as the more 
prominent weapon are pretty locked into the pose in 
which they were cast. 


The Orc Slayers are wearing bits of heavy metal plates 
and bits of chain for protection, but there’s also a very 
large amount of bare skin with large bulging muscles. 
They look like some tough hombres. Their swords 
would easily serve as two-handed swords in any 
standard human-sized model and the flails are 
interesting in that they look like they're held together 
with lengths of braided rope or maybe hair and not 
chain. The leader is not holding a flail, but does hold 
aloft the severed head of a dwarf that he must have just 
recently taken as a trophy. 


The other two troopers can be seen above along with 
the leader (top-right). The first one on this page has his 
flail around his back ready to start swinging it around 
like some kind of demented Olympic hammer-thrower 
and the second is in more of a ‘standing-at-attention’ 
pose. 


All of the head pieces look very nice and the leader has 
an especially brutal look to him. I’d certainly run away 
from him. I’m sure that I wouldn't get far before he 
relieved my body of its head, but I’d run anyway. 


Thirty dollars for five models ($6.00 USD each) might 
make you wince just a bit, but it’s really not a bad deal 
especially when you consider that these five guys will 
point out to almost 250 points on their own. They are 
also useful in far more than just Confrontation as I could 
easily use them as orcs, not the ‘die-by-the-hundreds’ 
variety, in Dungeons and Dragons or they could pull 
double duty in an Orc and Goblin army for Warhammer 
Fantasy. Overall, a very good set of figures. 


Now, on to 
someone from 
the dwarf who 
probably takes 
issue with the 
removal of one 
of his _ little 
mate’s heads. 


FILS’ D'UREN f 


Fils D’Uren, or 
Son of Uren in 
English) is a 
massive model 
(he stands as 
tall as a 
standard ogre 
and sits on a 
40mm __ base) 
for the dwarf 
army. I like 
that the little 


stunties got something completely their opposite in their 
army, even if only for the sake of contrasting all of their 
other troops. 


Fils comes in four pieces (left hand, head, body, and 
steam contraption) and I found no defects on the model. 
Flash cleanup was restricted mostly to the body section 
but the mold line did need a little attention on all of the 
pieces. 


Fils is pretty well priced at around $11.00 USD, and 
seeing that he can fill so many roles I could not pass 
him up. Obviously, if you're a player of dwarves in 
Confrontation and you want someone to pound the snot 
out of the enemy then he’s a definite ‘thumbs-up’. Even 
if you’re not playing Confrontation, or dwarves, he’d 
make an awesome ogre chieftain or maybe even a very 
respectable hill giant in Dungeons and Dragons or could 
serve as a unit leader for a group of Ogres in 
Warhammer Fantasy. Any way you slice it, he’s good to 
go. 


Always 30% Off 
Cdn MSRP on 
GW Products All 
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From up in New York we have lots 
of little army men, for real army 
men not the imaginary kind, to take 
a look at from the 2-man operation 
known as Devil Dog Designs. 


On the top-right is a group of US 
Marine Corps Command. The 
group, actually all of the groups 
presented here, come with four 
models to the pack and this one has 
a retail price of $10.95 USD. 


The leader, first figure, is directing traffic and he’s 
carrying his gun in a more relaxed position. The second 
and fourth guys are pretty much identical except for 
their pose, which adds some nice variety to the unit. 
The third guy is apparently too cool for school and has 
decided to go without his helmet. 


Flash needed to be trimmed from between a couple of 
their legs and there was some around the weapons. 
The mold line was all but invisible except on one of 
them. A very nice unit of bad-asses. 


Above you'll see the US Marine Expeditionary Unit 
Special Operations Capable that has a retail price of 
$8.95 USD. Wisely, all of these gentlemen are wearing 
their helmets. One is armed with an M60 E3 so a nice 
hail of fire can be brought to bear on the enemy. Facial 
detail is very good and they each have lots of pouches 
filled with gear. Canteens were obviously evident and I 
was able to pick out a flashlight on one 
of them. 


This pack needed a bit more cleaning 
than the others, but I found no defects 
at all and my total cleanup time was not 
more than several minutes. The first 
model pictured had his gun fit into place 
perfectly after being separated from the 
metal sprue. 
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At the bottom-right is the US Delta Force Command 
Team, which has a retail price of $10.95 USD. The first 
pictured is carrying a pistol with both hands and comes 
with an assault rifle which can be glued onto his back. 
Even though he’s standing straight up he’s in a very 
stealthy pose and reminded me a lot of the Splinter Cell 
video game. He's the only one of the group without a 
helmet. The next is holding his scoped rifle up and 
looks like he’s just about to take a shot. The third is also 
in a cautious pose almost in somewhat of a crouched 
walk. He’s armed with an assault rifle with a grenade 
launcher in case heavier resistance is encountered. 
Last is the leader who is walking 
even a bit more closer to the 
ground and is armed with an 
assault rifle. 


All four of these figures are 
wearing the same style of combat 
dress and they match each other 
very well. Those carrying rifles 
have holstered pistols at their side 
and there are pouches for gear all 
over the place. Each also hasa 
communication microphone and ear-piece so they can 
remain in contact. 


Mold lines were visible, but faint, and detail was great. 
A few places did have some flash to clean up, but 
nothing major. 


To the right is the US Marine Soft Recon pack 
that retails for $9.95 USD and comes with a 
metal sprue of backpacks/gear in addition to the 
four guys. 


One of them is carrying a machinegun while the 
other three are carrying rifles. Even without the 
backpacks they are all carrying a large amount 
of gear in pockets and pouches. They’d make 
very good jungle-type warriors. Detail on these 
guys was very good and their uniforms match 
perfectly. The mold line did need to be filed, 
but flash was at a minimum on them. 


Our last group of fighting men is the US Marine 
Corp Standard Fire Team (below-center) that has 
a retail price of $8.95 USD. Yup, nine bucks for a 
pack of four guys in different poses. 


Flash was a bit more prominent on this group and 
while their cleanup did take little longer it was not 
terrible by any means. 


These would definitely work great as front line fighters 
and, like the other sets, all look uniform and are 
definitely all part of the same unit. These four are all 
wearing helmets with goggles and have copious 
amounts of gear stuffed into pockets and pouches. 


If you're playing modern 28mm miniature battles, like 
Dogs of War which I'll try to get a look at soon, then 
these guys should really be at the top of your list. If 
not they are still usable in many other games. In a d20 
Modern or in a Delta Green Call of 
Cthulhu campaign they would make 
great soldiers or even player characters. 
I could even drop them into a game of 
Traveller?? as marines without ruffling 
too many feathers. Still need more? 
Ok, how about as alternate figures in a 
Warzone Capitol army? Sir, yes, Sir! 
You could even take a chance, a little 
one, and use these figures for Imperial 
Guard in Warhammer 40K, — in 
Necromunda as anew gang of soldiers 
that got caught in a time/space warp or 
even in VOID. There are not many 
places that I can think of where these models would 
show up and receive a groan. In fact, I’d expect quite 
the opposite reaction to dropping them on the game 
table. 


You will have to spend a bit more time prepping these 
guys before priming them as you can expect a bit more 
flash to trim, but the overall high quality and attention 
to detail that these figures poses really made the 
cleanup time not bother me at all. You'll also want to 
be just a touch more careful around the barrels of their 
guns as they are sculpted to scale and are not really 


thick. If any of the figures have a weak point it’s here, 
the gun barrels. I especially liked the less exaggerated 
and more ‘normal’ look of the models. Now, I have 
nothing against exaggerated stuff, in its place, and this 
isn't it. These guys look like human soldiers, just like 
they are sup-posed to. 


The prices are certainly right also. First, you’re getting 
them for what turns out to be between $2.24 - $2.74 
USD per figure and second you’re getting four different 
guys in each pack. That is just superb! 


Be sure to check out the Devil Dog Design website 
where you can download a free version of the rules and 
take a look at upcoming models including more US 
troops, our allies (including soldiers on ATV's) and plenty 
of rotten sons of bitches to use as bullet magnets. 
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The latest Void models 
from I-Kore have a high 
estrogen content. Yes, 
the majority of the 
models this time are 
female. All of the models 
are molded with a tab to 
insert into a round plastic 
slotted base, which is 
provided with the figure. 


Synthia Female Delta 
Biomech 


The only character model in the lot is the Syntha 
Female Delta Biomech (#11333, £2.50). The figure 
has a little flash on both hands, both feet, and along 
the tab. There are no mold lines. The sculpt is very 
clean and detailed. 


The figure is walking 
forward with a typically 
oversized pistol in her 
raised left hand. The 
model is sculpted with a 
halter-top and __ tight 
pants. This is a high 
quality model with a 
dynamic pose. I have 
been a fan of the Void 
female sculpts from the 
beginning, and this is a 
very good addition to 
that collection. 


Syntha Prosthene Marines Set 1 


The Syntha Prosthene Marines Set 1 (# 11332, £ 5.00) 
is the only set of male figures in this batch. All figures 
are in armor and armed with rifles in various positions. 
These three models have the least amount of flash of 
all the figures reviewed. Only the tabs have any flash 
on them. There are no mold lines. These three models 
have the least amount of detail off all of the models 
reviewed. On all the models, the armor sculpting is very 
sharp and clean. One model is wearing a helmet while 
the other two have no helmet sculpted at all, either on 
their head or hanging on their belt. 


The first model is wearing a helmet and holding his rifle 
to his shoulder. The head is looking perpendicular to the 
gun. This makes for an almost unnatural pose — as if the 
soldier is lining up his shot when someone calls his 


and distracts him. This 
pose creates a flat area 
of metal between the 
gun and his left arm that 
will take a bit of cleaning 
to remove. 


The second model is 
helmet-less and carrying 
his rifle at port arms. The 
model is sculpted with a 
Mohawk. Of the three 
models, this is the 

most dynamic pose. However, the face is rather plain, 
though the facial features are evident. 


The third model is also with out a helmet. It is sculpted 
aiming its rifle to the left. Though static, the sculpt is 
very realistic. The model looks like its lining up its shot 
at a distant target. 


These three models are 
clean and well done. But 
they suffer a little in 
comparison to the other 
models in this lot. 


VASA Militia Females 
Set 3 


The VASA Militia Females 
Set 3 (# 11452, £6.00) 
consists of 3 women 
armed with pistols in 
three different poses. All three figures have a little flash 
on hands or, in one case, on the edge of the overcoat. 
Two of the models have flash on the tab. There are no 
mold lines. One model has a spaced between the right 
hand and the body of the figure that will need to be 
clipped before painting —, 

the model. The sculpts 
are very clean and 
detailed. 


In addition to use in 
VOID all of these 
models could serve 
double, or triple, duty 
in d20 Modern and/or 
Traveller?°, 
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Full range of Celtos and Void miniatures available 
~. Offering WORLDWIDE SHIPPING 


“\ ‘2 in CANADIAN & US CURRENCY 
j Visit us Online TODAY! 


Our look at Celtos 
miniatures for — this 
issue starts with an 
assortment from the 
Sidhe army. The Sidhe 
army is made up of 
lots of elves, but these 
are not the prancing 
through the forest 
variety of elves. 


First (center-top) is a 
group of three elven 
archers, two males and a female. I like them already 
just because of the three different poses and the fact 
that they've mixed in a female into their ranks. Makes 
for a nice variety. 


They are all three dressed in matching armor, which 
consists of just a few metal plates, a helmet and long 
loincloths. | Each one also has a_ broadsword for 
protection. You'll also notice that they are bare-footed 
which is another nice touch and helps to further their 
somewhat minimalistic view towards armor. 


I liked all three poses 
and if you really wanted 
to you could probably 
bend at least one of the 
bows into a_ horizontal 
position if you're 
careful. I might even 
try this myself to give 
even more _ variety, 
especially since I can 
see grabbing another 
blister of them. Muscle 
and facial detail is very 
good and they don't look exaggerated at all. 


There were some bits of flash that needed to be cleaned 
before priming, but the mold lines were very faint and 
none of the three had any defects. Elven Archers Set 2 
(Set 1 can be found on the I-Kore website) has a retail 
price of $7.95 which is very good for these three high 
quality elves. Beyond Celtos these could be used in any 
fantasy setting (mass combat, skirmish, or rpg) that has 
elves with bows and that would be just about all of 
them. 


The next entry from the Sidhe is the Elf Dragon Rider. 
It comes in four pieces (rider, front dragon body, read 
dragon body and one leg) and has a retail price of 
$11.95 USD. 


When I pulled the pieces of the Elf Dragon Rider out of 
The blister pack I was surprised to find that it was just in 
at just four, but the model itself turned out to be rather 
large (almost 412” from tail to nose). It had a bit of 
flash, mostly along the spines of the dragon, but it 
cleaned up without too much trouble at all. The rider is 
wearing plate armor with a little chain and has one arm 
and part of his chest exposed but it still looks very 
uniform, not like he’s missing pieces of his armor. Like 
the archers the rider looks very proportionate and detail 
is very good. 


The dragon went together easily and could be pinned 
but I decided that it didn’t really need it. If you want to 
be my guest. I liked that the dragon also has little 
‘baby’ arms towards the front of its torso. They’re 
probably very minimally useful to the beast but it’s a 
nice detail that’s been added to the figure. Once put 
together the whole model (dragon and rider) balance 
very well even though only one foot is actually on the 
base. 


In addition to being a great figure at a really good price 
(about twelve bucks for an elf mounted on a very good 
dragon is great) it’s also very versatile and can be used 
as an Elven Paladin with a dragon mount in Dungeons 
and Dragons or could even pass easily as an Elven 
Warkiller in Chronopia. Great figure! 


The last Sidhe figure that we'll look at today is the Elder 
Serpent Fire Sorcerer (top-right). He (it?) comes as a 
two-piece model with the wings being separate from the 
rest of the body. It has a retail price of $7.95. My first 
thought upon taking this guy out of the blister was 
“wow”. Just on appearance alone this figure hit a home 
run with me. It just looks that cool. He’s not wearing 
any armor and being a sorcerer that is no surprise at all 
and has his lower half, which part of is covered with 
spines, coiled up nicely as if he’s ready to dart forward. 


His top half is a little more muscular than you'd expect 
from a standard sorcerer, but I bet this is where his 
serpent lineage came in to play and gave him some 
strength. 


Detail is very clean all over the figure. He’s wearing a 
large belt, bracers and some other jewelry that stand 
out well against the rest of his bare upper torso. The 
staff in his right hand is inlaid with clear runes that 
should stand out nicely when painted and the head of 
the staff reminds be a little of an Inca icon. Not a 
specific one, just the style. 


Facial features look close to the other Sidhe, but also 
have a bit more of a sinister aspect to them. Again, his 
serpent side showing through. His hair is done in a 
manner that either puts him into an 80's hair band or is 
meant to play off of the ‘fire’ part of his name. I'll go 
with the latter as the reason. The wings fit into place 
just fine and are not very heavy at all so I don’t see the 
need to pin them unless you just want to go to the 
extra trouble. 


This is such a cool figure and I expect that any Sidhe 
player of Celtos will grab one. Non-Celtos players, 
especially Dungeons and Dragons players, can get great 
mileage out of the Elder Serpent Fire Sorcerer as a 
Salamander sorcerer, wizard or even as a cleric. Well 
worth $7.95 USD. 


As you can probably tell, the Celtos elf, err Sidhe army 
does contain many of the standard elf archetypes that 
you might expect, like archers and dragon riders for 
example, but there is also a more sinister side to them 
that includes nasty creatures like the serpent above. 


Our last two Celtos figures (above) for this issue come 
from the Fir Bolg (undead) army. They are both Flesh 
Eaters with one being a Champion (left) and the other 
is a little lower on the food chain, so to speak, and is a 
Leader (right), of a unit I would presume. 


They are both clearly a cut above the regular Flesh 
Eaters in terms of armor. Both are wearing a significant 
amount of plate while the regulars (see the last issue of 
Fictional Reality) are not wearing any armor. There is 
some flesh showing, but it’s mostly bits of their legs 
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Sculpted By: 
Jason Weihe 


and heads, including the severed head that the 
Champion is carrying around for a mid-battle snack. I 
was very impressed with the quality of the regular Flesh 
Eaters and these two don't deviate from that level at all. 
They are both very good figures that have nice facial 
features and overall detail. 


With these two guys I get the impression that the Flesh 
Eaters, at least their leaders, are not the mindless 
zombies of classic fantasy games, but maybe are more 
ghoulish in nature. 


Each figure needed a little attention before priming with 
flash being more prominent than the mold line, but it 
was not excessive. They both retail for $4.95, which is a 
bit higher (per figure) when compared to the packs of 
three, but it’s not out of line for character models that 
you're likely to need one (or very few of). 


Other uses abound for these guys as Zombies, or also 
maybe ghouls or wights even, in fantasy role-playing 
games. 


Painted By: 
Matt Verzani 


Online Step-by-Step 
Painting Tutorial at ~ 
www.Fantization.com 


More figures in the 
Warlord line from the 
guys just up the road 
from me in Lewisville, 
™. 


The Lupine Lord has a 
retail price of $6.99 
USD and is huge. If 
you're familiar with the 
Confrontation Wolfen 
then you have an 
excellent idea of his 
size. 


Flash and the mold line 

did need to be cleaned and you can 
see some of the flash, like on his sash, 
above. Detail, especially the fur, was 
outstanding and his plate armor is 


great. The arm holding the horn fit » 


into the socket perfectly and the head, 
including snarling snout and teeth is 
superb. 


This figure is absolutely compatible 
with the Confrontation Wolfen and I 
can all but guarantee that he'll be 
making an appearance in my Wolfen 
army. In fact, you just might see an 
army card (unofficial of course) for him 
and the Lupine Rager in the next issue 
of Fictional Reality. 


Braug the Ogre will set you back $5.99 
and he comes as a single piece model 
on a sculpted 40mm metal slotta-base. 


Braug is armed with a large spiked club 
and bad breath. Detail is very, very nice 
and he is not a cartooney ogre. Quite 
the opposite, he is very much a kick- 


your-monkey-ass ogre that probably 


isn’t too much into conversation. 


The mold line was easily visible and you 


can make it out in the picture above. It 
cleaned up with just a few minutes of 


work though. Muscle detail is great and 
he looks ripped from years of pulling 
people’s arms out of their sockets. 


His skin is also 
covered in warts and 
he’s wearing several 
piercings (what, is 
everyone full of holes 
these days) including 
nose, ear, and nipple. 
He also has a few 
pouches and is 
wearing a_ loincloth 
that I’m hoping does 
not blow up in the 
wind while my party is 
fighting him. Facial 
detail is amazing on 
Braug. Worth buying 
for that alone! 


Braug is as tall, or taller, than most 
other ogres and will blend in 
seamlessly into an existing unit. He's 
also cheaper than most ogres of 
comparable size. 


Last for this time around is a Wraith 
Lord. I don't think it’s too much of a 
stretch to say that the wraith was a 
female in her former life and _ it’s 
pulled off magnificently here. The 
Wraith Lord, or would that be Lady, 
comes as a two-piece model (body, 
sword and arm/hand) and a slotted 
metal textured base. 


There was a bit of flash, mainly 
around the sword, that needed to be 
cleaned and the mold line was visible 


but easily taken care of. The arms fit 
into place well and you could pin them if 
you like. 


The animation is awesome on this figure. 
Her left leg is covered by robes and you 
can't really tell if she’s up on one foot or 
floating in the air. I can absolutely see 
her coming through a wall with her 
sword being swung around from the 
back. At $3.99 USD this is an absolute 
must buy for me. 


ZombieSmith is a new foundry specializing in, of all 
things, zombies. I received a sample of six zombies to 
review. All models are true 25mm size and are sculpted 
with tabs and came with round slotted bases. 


Two of the zombies were single piece figures. The first 
model is a woman in a long dress with a vacant eye- 
socket and a full head of hair. The model has some flash 
around the edges of the hair and on the tab. A mold line 
is visible from the right arm around to the top of the 
head. The detail on the model is good, and the pose is 
dynamic. 


The second single piece model is of a large mouthed 
man carrying a stuffed animal. The only flash is on the 
base and there is no visible mold line. The detail on this 
model is very good. The sculptor has picked out 
individual teeth in the upper jaw and the teddy bear's 
face. 


The other four models are multi-piece. Each consists of 
a head, left arm, right arm, and body. 


The bodies are molded with sockets for the heads and 
arms. The first body is that of a woman in a short dress. 
The second is that of a man in a suit and tie. The third is 
an obese man and the last is infested with maggots. All 
of the models have good detail. Each has flash and mold 
lines that will require a little cleaning. 


The assortment of heads includes a shorthaired woman, 
a maggot-ridden man, and two other men. There is a 
little flash on the left cheek of each head. The detail on 
the heads matches that of the bodies. 


The package included 5 pairs of arms. Two of these 
include weapons — a meat clever and a sledge hammer, 
while one is holding what appears to be a handful of 
maggots. There isn’t much detail on the arms; the hands 
are all sculpted into fists. The figures on the hands are 
identifiable. 


ZombieSmith prices their figures in lots of 4. Four 
zombies sell for $6.00. There is a discount for larger 
orders as 32 zombies sell for $40.00. 


These figures are 
good for mass 
units of zombies 
for either modern 
horror game. 
Some of the 
sculpts would be 
anachronistic for a 
fantasy game, but 
you could bury 
them in the back 
of the mob. The 
price is certainly right for the models, and since zombies 
do travel in clumps, the price break for larger order 
means that you will probably be buying these in large 
lots. 


MINIAT 


More figures from the Great White 
North in the form of additions to the 
Pulp Figures line. 


On this page you'll find pictures of 
painted and naked Dangerous 
Dames. Ok, the dames aren't naked, 
just not painted. 


This group of five has a retail price 
of $12.00 USD and is available now. 
It contains (top picture, left to right) 
The Dragon Lady, Lady Jane, Mrs. 
Hobbs, Molly O’Mally, and Jenny 
Curtis. 


All of them come on a metal base 
that is just large enough for the 
figure to stand on. As with all of my 
Pulp Figures I plan on basing them 
on a standard plastic base and using 
some putty to level them out. In the 
color picture (from the Pulp Figures 
website) you can see that they have 
done the same thing. 


The Dragon Lady is very un-PC 
(politically correct) as she’s holding a 
cigarette, but it’s exactly what you 
might expect from a_ stereotypical 
Oriental female villain. The only 
thing that could have made it cooler 
is if the cigarette was in one of those 
long plastic filters. The mold line 
was minimal and there was no flash 
to speak of. There is also a very nice 
raised picture of a dragon on her 
back that will add to the character of 
the model. If I had tried to paint a 
dragon on her back without the 
raised portion it would look like a 
frog that’s been through a blender. 
Nice touch and very helpful to us less 
than stellar artists. 


Lady Jane is dressed in aviator 
clothes, including puffy pants, helmet 
and goggles. Her scarf is blowing in 
the wind and her pose puts her at 
the ready to defend against 
whatever evil she may encounter. 
The mold line needed a little more 
attention than the Dragon Lady, but 


it was really not 
excessive at all. This is a 
great figure that would 
go well with Skip Barry 
from the Rugged Heroes 
pack or with any of the 
Rocket Corps guys. 


Mrs. Hobbs was the only 
figure in this set with any 
appreciable flash. Be 
careful when taking off 
the tab on the left-side of 
the figure so you don't 
damage her pistol. Even 
with the cleaning that 
was needed here it 
wasn’t too bad. Mrs. 
Hobbs (where’s’ Mr. 
Hobbs?) looks like a lady 
That was in the wrong place at the 
wrong time and is trying to make 
the best of things. Maybe she’s the 
librarian on duty when the Nazi’s 
come to steal some ancient texts. 
Not bad at all to see an ‘ordinary’ 
hero, or heroine in this case. Good 
figure. 


Molly O’Mally has a very official look 
to her. I'd put her in the armed 
services. She is carrying a pistol 
and looks ready to plug someone. 
Very good facial detail here and her 
uniform looks like it will paint up 
nicely. 


Last in the group is Jenny Curtis 
who looks like a female counterpart 
to Carson Smith or maybe Lord 
Mumfred, also from the Rugged 


EVIEWS 


Heroes pack. She’s in an explorers 
outfit and has really nice detail. The 
mold line, as with many others, was 
quite faint and didn’t take long at all 
to clean. An excellent figure. 


On the next page you'll see General 
Cappy Boyd and his expatriate 
mercenaries. Whew, what a title. 
These five hell-raisers also retail for 
$12.00 USD and are available now. 


From left to right they are Cappy, 
Sergeant Piney, Murphy, Private 
Junior Jones, and Zeb Walton. 


Their bases, level of flash and 
prominence of their mold lines is 
pretty much on par with the 
Dangerous Dames so there’s no real 
need to repeat it. 


Cappy is a great model with excellent 
detail that could easily be used as a 
player-character or as an NPC. I 
really like the facial detail on pretty 
much all of the Pulp Figures I've 
taken a look at and this is no 
exception. 


Sergeant Piney is carrying a rifle at 
the ready and is chomping on a cigar 
that is probably tough as an old 
boot. He fills out his clothes, but 
does not look fat. His face is a little 
‘fuller’ than the rest but this adds to 
his character. 
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I like Murphy a lot. Anyone that’s 
ready to take on the enemy with a 
pack of dynamite in one hand and a 
lit cigar in the other is ok in my book. 
He also has a detonator and cord on 
his back, but I like the run-light- 
throw-run theory myself. Awesome 
figure. 


Jones is carrying what is referred to 
as a ‘can opener’ and if you need to 
know why just ask for a 
demonstration. 


He has a bit of a 
dull expression on his 
face, but maybe he’s 
amazed at the red 
mist that used to be 
the guy he just shot. 


Last is Zeb Walton 
and he looks country 
all day. He’s either 
crouching trying to 
get a bead on his 
enemy or in serious 
need of a sit-down if you know what 
I mean. 


This is a very diverse group of 
individuals and I thought it was very 
cool. Nice to see some more figures 
that are made for the ‘pulp’ genre, 
but that could also fill roles in games 
like d20 Modern. 


“The near sighted Dwarf” 


Sculpted By: 
Jason Weihe 


Painted By: 
Matt Verzani 


Online Step-by-Step 
Painting Tutorial at ~~ 
www.Fantization.com 
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By Howard Mousell 


If you like the thrill of bears baited by bulls, and prides 
of lions ripping into packs of wild dogs, then you are 
going to love the latest arena craze scheduled to be 
unveiled this weekend at the Skaven.com Coliseum. 


Rat Mulder is the owner/trainer of the latest addition to 
the Rat Ogre Pit Fighting Union (ROPFU). He says he 
expects fans will pack the stands to see his Rat Ogres 
do battle with those of other owners from across the 
realm. 


"This is blood and guts entertainment at its grimmest," 
said Mulder with a smile. "I am just excited about 
being involved this season." Mulder, a__ local 
entrepreneur who made his fortune when he found out 
consumers would buy moldy cheese as a delicacy, 
admits to being a long-time sports fan. 


"I have always loved sports. I have been a season 
ticket holder with the Saskratchewan Roughratters 
team in the Parkland Bloodbowl Association since the 
team joined the league," he said. "But, there was no 
way I could get involved with such a costly sport. 
"Then I came upon the Pit Fighting Union while visiting 
family out east. I was totally hooked from the minute 
the gates went up on the arena doors." 


The ROPFU operates on a tightly controlled salary and 
investment cap which endeavors to keep each owner 
on an equal footing. Mulder said that was one of the 
big draws for him joining the Union. "I like that I start 
out on the same level playing field as owners who 
have been in the league for a number of years," said 
Mulder. "Each owner starts with an equal budget to 
acquire and enhance talent." 


The talent Mulder talked about includes Rat Ogres and 
giant rats which make up a team that is sent into the 
arena to battle other teams. "The key is finding talent 
as cheaply as possible," said Mulder. "I have been 
busy in recent months scouring slave auctions looking 
for Rat Ogres I felt were worth the investment of 
enhancement for the arena." 


In Mulder's case, he has decided to go with only three 
Rat Ogres, although the ROPFU allows a team to field 
four. "I decided to focus on three, saving some 
budget for enhancement," he said. Mulder will field a 
team consisting of Ratsputin, Raticus and Big Rat 
Bastard, a trio who will be backed up by a few giant 
rats as arena victory earnings allow. 


by Calvin Daniels 


"The three Rat Ogres I purchased showed good size, 
and when I checked their pedigrees, I found some noted 
warriors in their lineage that I hope will translate into 
ferocity in the pits," said Mulder. In the world of ROPFU 
Mulder said breeding can be the only viable tool when it 
comes to selection. 


"You would be amazed at some of the terrible stock I 
was offered this year," said Mulder. "I suppose because 
I am new in the Union breeding farms felt they could 
dump their bottom end Rat Ogres on me. "I was called 
to attend one sale for a can not miss prospect. When I 
got there the Rat Ogre had no teeth left, and its left arm 
was crooked from a poorly healed injury. I bet the old 
clod was 20 years old, and it had never had a natural 
mutation." 


While one might have thought all Rat Ogres were 
created equal, that is not the case, he said. And, even 
when a natural Rat Ogre is selected, after ROPFU 
trainers are finished with them, they are anything but 
average. "You are not likely to win in the pits with a 
standard born Rat Ogre," admitted Mulder. "The Union 
allows trainers to enhance their fighters, and I certainly 
intend to use those rules to their fullest." Under ROPFU 
rules, a Rat Ogre, or giant rat may be modified through 
mutation, of biotechnological means, and owners take 
advantage of both, often adding to the modifications of 
their fighters between matches. The result leaves fans 
always guessing exactly what their favorite fighters will 
bring to the arena on any given fight card. "Sometimes 
we get lucky as trainers as the big guys will mutate 
naturally based on their diet of warpstone," said Mulder. 
Like all athletes training and diet are important too. 


"You wouldn't run your hounds after the fox without 
feeding the hounds well," said Mulder. "It is the same 
with Rat Ogres, you have to make sure they receive the 
proper ration of warpstone and grits." Still, Mulder said 
he never likes leaving fate to chance, so he is willing to 
help mutations occur in his Rat Ogres. "A few well 
placed radiation bursts can sometimes trigger mutations, 
so that is an option I will utilize throughout the season," 
he said. 


Mulder added that even pushing mutations is not 
sufficient to guarantee Rat Ogres will stay competitive in 
the pits. "The whole area of biotechnological adaptation 
has too much potential to overlook," he said. "I can 
have metallic claws surgically implanted, or a mechanical 
arm grafted on, much easier than trying to force a 
natural mutation. 


"I already have scientists working on neuro-stimulators 
to enhance speed and electrical impulse generators to 
boost the strength of key muscles." Mulder said it is a 
case where the adaptations can often be the key to 
victory. If a trainer can enhance a key area, especially 
one, which picks on an exposed weakness of an 
opponent's fighters, it can be the edge needed for 
victory. 


"It is also a big thing for the fans," said Mulder. "I know 
of fans who place friendly wagers on what they think the 
next adaptation a trainer will undertake on their favorite 
pit-fighter.". How well Mulder's fighters will do in their 
first year in the ROPFU will of course be determined on 
the dirt floor of the Skaven.com Coliseum, and other 
arenas around the realm, but the new owner/trainer is 
confident history will look back fondly on his efforts. 


"I think I have found the top pit fighter genetics that 
were available at auction this year," he said. "If they do 
as well as I hope this season, I may start a breeding 
program using Raticus, Ratsputin and Big Rat Bastard as 
my initial studs. 


"There is good money in selling stock that has been 
sired by winning pit-fighters. "But, that is down the 


road, right now I just want to win enough purses early 
to undertake the enhancements we have on the drawing 
board, and along the way entertain the fans." 


Fans will get their first opportunity to see how 
entertaining Mulder's pit fighters can be a week from 
Saturday, when they face their first test of fire in the 
ROPFU. 
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Savage Worlds™ is the brand spankin’ new roleplaying game from Pinnacle, 
for use with dozens of new Savage Settings, including the upcoming 
Evernight—the darkest fantasy setting of all—featuring characters like that 
beautiful Ranger to the right! 

But who needs another new roleplaying system, you might ask? 


If you game like us, maybe you do! We wanted a game that has all the ~ 
cool character development you're used to in today’s best games, but with . Bs > 


a streamlined system that allows you to handle a massive skirmish as 
well as a swashbuckling duel of honor between two mortal enemies. 
These fights had to be resolved quickly but realistically, and give the 
players lots of options to overcome the greatest challenges. 

We wanted a game that was easy for the Game Master. One that 
not only made it easy to create nonplayer characters and 
monsters, but also to keep track of them all during combat. 

We wanted a game that satisfied both hardcore 
munchkins as well as newbies who've never played an 
RPG before. 

We wanted a game where followers, hireling, and allies 
weren't forgotten or ignored by an overworked Game 
Master. Where the player characters could actually use the 
alliances they forge and the troops they lead. 

We wanted a game built from the ground up to handle 
vehicles, from an M1 tank to a hoverbike. A game that could 
handle intergalactic broadsides from star ships as well as 
aerial duels with Sopwith Camels and F-15s. 

Did we succeed? Download the completely free, fully-playable 
Test Drive Rules from WWW.PEGINC.COM and decide for 
yourself. You'll also find adventures you can print and play, as well 
as conversions for dozens of your favorite settings. 


PEN NAC LE 


Coming in 2003 From Pinnacle Entertainment Group. See our 
website for a special preorder card you can take to your local retailer! 
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Here we have a handful of new pictures for Chronopia 
troops that are somewhere along the line of being 
produced, but are not quite yet on our gaming tables. 


First (above) is the Gourd Spirit for the Swamp Goblins 
and it looks like the little runts are about to get a serious 
bump up in the ‘scary stuff’ department. I like how it 
has a real ethereal look to it and having four arm-like 
appendages and no discernable legs makes it a bit 
different. 


From the drawing I’d expect the Gourd Spirit to easily be 
larger than a normal human-sized model, but I really 
cannot tell if it will eclipse something the size of the 
Tormented. I think ‘not small’ is probably my best guess 
as to its final size. 


I definitely see use as an Air Elemental, or maybe an Air 
Weird, in Dungeons and Dragons or other fantasy role- 
playing games. I’ve yet to see an Air Elemental model 
that rally blew my skirt up, but the Gourd Spirit looks 
like it would fit the bill very nicely. 


Next (right) is the Natures Fury, which is another 
monstrosity that will soon grace the ranks of the Swamp 
Goblins. As the song goes, short people (Swamp Gobs) 


may have no reason to live, but it looks like they'll have 
plenty of ways to kick your ass soon. The Natures Fury 
has sort of a Swamp-Thing / Shambling Mound look to it 
and I like how it’s legs look still connected to the swamp 
that he’s rising from. 


Taking a look at the detail on the drawing you'll see a 
spear protruding from one leg along with a skull and 
some other bones. I’d bet that it will be at least as large 
as a Chronopia ogre and very likely taller. I don’t think 
you'll see the Natures Fury being as massive as the new 
Dwarf Totem though, but it could be as tall seeing how 
the Totem is hunched over quite a bit. 


If the Natures Fury is pulled off with the same quality of 
the new Dwarf Totem, and I have no reason to think 
otherwise, then it should turn out great. 


Another summoned unit, wow all sorts of elemental 
types to look at this time around, is the Fire Elemental 
(next page / top-left) from the House Helios Elves. 


Unlike Air Elementals, I’ve seen some Fire Elementals 
that I like (Confrontation) but I’ve also seen a bunch 
that are just big gouts of flame which really just made 
me sigh. 
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This one is certainly different and I like the artwork that 
the model will be based off of a lot. The bottom half of 
the drawing leaves no doubt that it’s a fire based 
creature. The column of flame is nice and I really like 
the little baby-elementals that are sprouting up. The top 
half has a much more tangible quality to it and is a nice 
contrast. Where the two come together looks like it 
might be a bit thin and might need reinforcing. 


Since there are no other reference points in the drawing 
I can't guess as to it’s final size when produced in metal, 
but like with the other two I expect the Fire Elemental to 
hit the table at least as tall as an Ogre if not taller. 


Just as the Gourd Spirit would work in any fantasy game 
as an Air Elemental the Fire Elemental will fit a very 
similar need, just fire based. I could also see it pulling 
double duty as some kind of demon. 


At the top of the next column you'll see the artwork for 
a troop which Devout generals have been waiting for 
since the first edition of Chronopia came out, the Dusk 
Realm Warriors. I’ve, as I’m sure other players have, 
speculated as to what they would look like and now we 
know for sure. I’d say that they will definitely be larger 
(at least in sheer mass) than a regular human model but 
probably not the size of the Dusk Realm Demons. 


There is no way that these guys won't see their way into 
my army when they are released and they could also 
make very passable Bloodletters or lesser demons if you 
are so inclined. 


Below is a Devout Death Knight. It will end up being an 
individual in the ranks of the undead that looks like it’s 
carrying a massive banner. From the look of it I would 
expect the banner to come in at around 3” in height and 
it also looks like the model itself is mounted on a larger 
than normal plastic base. It probably has to do with his 
sword being hella-big! 


Looks like he has spikes on the shoulder plates of his 
armor and a full helmet. Looks like it will come out to 
be a very cool model and I really hope that the banner 
pole is thick enough to cope with the weight of the 
banner and headpiece. Looking forward to the Death 
Knight a lot! 


The Devout are not the only guys to have something 
new emerge from the sculpting tables at Excelsior. The 
Stygian army expands with the upcoming release of the 
Desert Crawler, and of crap does this thing look big! 


The first picture (left) has all of the claws glued into 
place and ready to strike, while the second shows a 
quick size comparison to a Viridian Lord (Sons of 
Kronos) and a Blood Bone Totem (Dwarves). 


It looks like there will be sixteen claws, eight on each 
side of the body and holes have been pre-drilled for 
those of you with a pining fetish. The jaw piece will be 
separate from the rest of the head and the head will be 


DEVIL DOG DESIGN 2s! 
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separate from the rest of the body. I’d go with the 
Desert Crawler at over 3” in height and I’ve been told 
that it will be all-metal, just like the Blood Bone Totem. 
Gotta love the weight of metal on the gaming table. 


There is also another piece that can be seen behind both 
models. It’s to be used when the model is tunneling to 
mark its position and can also be dropped in behind the 
beast after it has surface if you like. It’s very 
encouraging to see Excelsior filling in the holes in the 
Chronopia range, especially with some of the larger 
beasts now coming to life, but I have to ask, where are 
my Blood Hunters?!?! 
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On the next few pages you'll find some absolutely 
amazing artwork for upcoming IK: Warmachine figures. 
From the looks of things the game will take a direction 
featuring regular soldiers along side the Warjacks, which 
I’m perfectly ok with. 


Above is a Deliverer from the Protectorate of Menoth 
who appears to be some kind of rocket-launching troop. 
His armor looks like heavy leather with some chainmail 
in various places and I’d guess that his sword is really a 
last ditch defensive weapon as he’d probably be best 
used from an elevated position sending one of his huge 
bottle-rockets raining down on someone. 


Below is a Paladin of the Order of the Wall who looks 
very heavily armored in plate with a huge sword and 
shield. He's striking a “none-shall-pass” kind of pose 
and looks like he'll pose a hefty threat to any that are 
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unwise enough to oppose him. Very cool drawing that 
should turn into a splendid figure. 


Below is a soldier in the Khador army. Since they are 
light on Warjacks they have to fill their ranks with 
human troops. These guys look like they are in massive 
place armor that has a steam tank on their back similar 
to the Warjacks. 


Big, bulky and cool is what I expect from these figures 
and they look like they'll fit in nicely as the little brothers 
to the massive Khador Warjacks. I would not be 
surprised at all if these turned out to be multi-part 
figures with at least the arms, and maybe the weapons 
too, being separate pieces. With the top of the helmet 
coming in at 37mm I'd expect the steam/smoke pipes to 
top out at 40mm or so. They should really be able to 
look down in contempt at regular troops. It almost 
makes me think of fantasy power armor. Oh gosh, 
completely away from IK: Warmachine for a second but 
could you imagine 5-10 of these, lead by the Butcher of 
course, as a hand-to-hand unit in a sci-fi game? Yikes! 


The next page begins with a few men from the ranks of 
the Stormblades. These form part of Cygnar’s elite 
troops and are wearing heavy plate, notice you don’t see 
too many guys in really light armor. 
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Their bucklers seem almost secondary to me, but they 
still allow their large swords to be swung with both 
hands. Unlike the super-heavily armored Khador foot 
troops these look a lot less bulky, but will probably not 
have as high a defense. 
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CRYX NECRO-TECH 1 


Above is an entry into the Cryx army of undead necro- 
technology. The pictures may be throwing me off a bit 
but I’d expect this guy to come in several pieces (body, 
legs/crawlers, arms, head) and it looks a bit bulkier than 
a standard human-sized model. With his tools this guy 
looks like a mechanic more than a front-line fighter to 
me. 


Lastly (bottom-right) is an Iron Fang warrior from the 
Khador army, like the mini-jacks on the previous page. 
The Iron Fangs are armed with a lance that has an 
exploding tip and you can see extra tips hung on the 
breastplate of his armor. I guess the lance itself 
somehow survives the explosion. 


From the sketch he looks to be about the same size as a 
‘regular’ model and while he’s in some pretty heavy 


plate armor you do see more chainmail than on the 
other troops. I like the helmet very much and hope it 
comes out looking just like that. I’d also like to see two 
figures/poses for each of the troops that we took a look 
at here (Khador Manowar mini-jacks, Stormblades, and 
Iron Fangs) and I think that there’s at least a good 
possibility of that being the case since the pack of 
Mechanics had several different poses in it. 


I found it unusual, but pleasantly so, that none of the 
pictures here were of Warjacks. I think it’s a good thing 
that (apparently) the scope of IK: Warmachine will be 
going beyond that of just the hulking behemoths 
slugging it out. 


So far, I’ve been highly impressed with everything that 
I’ve seen for IK: Warmachine. I have no reason to 
doubt that these will be great figures and from the looks 
of these sketches I can see most of these guys having 
very functional use to many gamers in lots of different 
games. At the top of this column you'l see a picture 
from the upcoming IK:Warmachine rulebook. I’m 
already drooling over the possibilities of miniatures for 
them. 


Leon FANGS 
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When we sat down to decide which battle reports to 
include in this issue of Fictional Reality IK: Warmachine 
was already pretty firmly planted in my mind. Between 
the figure reviews and the demo rules that were 
published in the previous issue and the new artwork that 
I’ve seen (some of which is in this issue’s Concept Art 
section) the deal was pretty much sealed and all I 
needed was an opponent. Knowing that Brian had a set 
of miniatures, thankfully it was the opposite set of one 
that I had, I set out to secure what I expected to be a 
pretty enthusiastic “yes” at the proposition of playing in 
a game of IK: Warmachine. 


Brian’s Initial Thoughts 


When Mark asked me to participate in a battle report for 
IK: Warmachine I jumped at the chance. I had gotten 
my hands on a set of the Protectorate of Menoth 
models: one warcaster (High Exemplar Kreoss), two light 
warjacks (Repenter and Revenger) and two heavy 
warjacks (Crusader and Vanquisher). I thought the 
models looked pretty spiffy and the quick start rules 
seemed functional. Most of all, doing a battle report 
gave me incentive to put paint to model. 


The first thing I did was sit down and compare my 
Protectorate forces to the models that Mark would be 
playing: Cygnar. I didn’t have to worry about what 
models Mark could bring, as the Cygnar force was 
comparable to mine: warcaster, two light warjacks and 
two heavy warjacks. After looking at the profiles for the 
Cygnar warcaster and ‘jacks I was a bit disconcerted. 
The Cygnar group fielded more ranged weapons as well 
as having longer ranges than my Protectorate ‘jacks. 
The advantage was further increased by a spell (Snipe) 
that increases the range of shooting attacks. To make 
matters worse this spell can only be used by a Cygnar 
warcaster. Another problem I noticed was that, for the 
most part, the Cygnar models had a higher rate of 
movement than did my force. A minor problem would 
be that Mark’s models were slightly harder to hit than 
mine 


So, what did I have going for me? First: I have a 
ranged attack that has a 4” area of effect. Second: 
Protectorate models can do more damage in hand-to- 
hand combat. Third: My guys are sturdier, with a higher 
Defense characteristic and/or more structural boxes. 
Fourth: My warcaster has one more point of Focus than 
his Cygnar counterpart (7 as opposed to 6 for the 
Cygnar ‘caster). This extra Focus looked to be my 
biggest asset. It would allow me to control my ‘jacks 
from farther away, assign more Focus points and cast 


more spells over the course of the game than Mark 
would be able. 


How to take advantage of my advantages? I would 
deploy my models apart from each other to keep Mark 
from hitting more than one if he used Arcane Blast. 
Arcane Blast is a spell with a 3” area of effect. The rest 
of my plan was fairly simple: cast Blur (-3 to hit with 
ranged attacks) on 3 of my four warjacks and try to get 
into close combat with the Cygnar ‘jacks as quickly as 
possible. I especially wanted to watch for Mark getting 
2 or more of his warjacks close together. This even 
would allow me to make use of the Flame Launcher 
(range: 9”, power: 13, AoE: 4”) or the Blazing Star (a 
morning star that can hit multiple targets in close 
combat). All that was left to do was see if my plan 
would come together. 


Mark’s Initial Thoughts 


When we agreed on where and when to play I certainly 
did take a look over the stats that will make up Brian's 
models but I didn’t sweat it too much. I’m not saying 
that Brian’s concerns were unjustified, just that it didn’t 
bother me as much that the two sides of troops were 
not “even” across the board. If I wanted that I would 
just play with two groups of the same models. Many 
times I take the approach of seeing how it works in the 
game before worrying about it. Brian is usually quite 
smart in trying to get some of that worry out of the way 
ahead of time and can try to compensate for what 
happens during the game a bit more easily. Ah, I’m 
really looking for an excuse to play with what are some 
of the best looking miniatures I’ve seen in a very long 
time and see if the demo rules for IK: Warmachine 
warrant moving on to the full-blown release of the 
game. 


Since it was all that was available at the time we played 
this battle report game using the Menoth and Cygnar 
armies as presented in the IK: Warmachine demo rules. 


I expect to do marginally better with shooting than in 
hand-to-hand combat, but I doubt that the game will be 
decided anywhere other than close up and dirty, with oil 
spewing and sparks showering. 


We played on a 4’ x 4’ table with several rocky hills to 
climb up and onto, but most of the Warjacks had at 
least some kind of visibility over them due to the height 
of the models. 


The map to the right details our deployment and then 
the first three turns of the game. After that each turn 
is on its own map. 


TURN 1 
The game started off in a fairly predictable manner with 


both of us jockeying for position before heading in to 
smash stuff to smithereens. 


Brian 

No assigned Focus 

Crusader Moved up 4” 

Repenter Moved up 5”, even with the Crusader 

Revenger Move up 5” by a rock formation 

Vanquisher Moved up 4” 

Kreoss Ran 10” over by a rock formation to get a 
bit of cover in case shots started to get 
fired early 

Mark 

No assigned Focus 

Defender Moved up 5” 

Charger Moved up 6” 

Lancer Moved up 6” 

Ironclad Moved up 5” 

Stryker Moved up a onto the rocks to get a better 
view of the oncoming ‘jacks 

TURN 2 

Brian 


No initially assigned Focus 

Repenter Moved up another 5” 

Crusader Ditto, but only a 4” move 
Vanquisher Moved up 4” onto a rock formation 


Revenger Also headed onto the rocks with the 
Vanquisher 

Kreoss Took off on another run back towards the 
left and some more rocks 

Mark 


No initially assigned Focus 

Defender Headed 5” forward, determined to close 
the gap between itself and the Menoth 
jacks 

Stryker Stood where he was, not wanting to 
expose himself to too much of the enemy 
yet 

Ironclad Headed right up the middle towards the 
hill...and the enemy 

Charger and Lancer — Sort of grouped up and went 
towards the right side of the board to see 
if they might be able to get a jump on 
someone from the side 


TURN 3 


Brian 
No initially assigned Focus 
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Vanquisher Moved up 4” 


Revenger Moved up 5” 

Repenter Moved up 5” 

Crusader Moved up to the edge of the rocks that it 
was on 

Kreoss Cast Blur (using 2 Focus for each casting) 
on the Vanquisher, Repenter, and 
Crusader 

Mark 

1 Focus assigned to Defender 

Keoss Moves and casts Sniper on Defender 

Defender Moved up 2” and fires at Repenter (-3 to 
hit him because of Blur) but gets to fire 
using 3d6 instead of 2 because of the 
assigned Focus die but misses anyway 

Ironclad Moved up hill ready to charge in and 
pound something 

Lancer Continued to move up around the side 

Charger Moved up and took a shot at Kreoss, but 
missed him 


It took us three turns to get into a position where I 
expect charges and lots of shooting to start taking place 
next turn. Even with logging each action for the battle 
report these turns went pretty quickly and the more we 
learn the game the faster they'll go. 


Initial assignment of Focus wasn’t too much of a 
concern in these early turns, but that started to change 
on turn 3 and I can see it becoming much more of 
something to consider as we close into butt-kicking 
range. 


eS 
Defender 


TURN 4 (end of turn on top-left map) 


Brian 


No upkeep paid on Blur and they all come down 
1 Focus assigned to the Vanquisher 
1 Focus assigned to the Repenter 


Vanquisher 


Moves 4” and shoots Flame Launcher 
at the Charger. Shoots with 3d6 
instead of 2 due to the Focus but 
misses. The deviating flame blast goes 


Repenter 


Revenger 
Crusader 


Kreoss 


blast goes 5” to 11 o’clock of its 
intended target and scorches the 
ground 

Moves 5” and fire his Flame Cannon at 
my Defender. It also uses 3d6 instead 
of the standard 2 but misses 

Moves 5” towards an open piece of 
ground 

Moves 4”, also in the area where the 
Revenger is heading 

Channels Arcane Blast spell through 
the Revenger, which hits my Charger 
and causes 2 points of damage to its 
Cortex 


First blood, err, first oil to Brian. 


Mark 


1 Focus allocated to the Charger 


Defender 


Stryker 
Ironclad 


Charger 


Lancer 


Shoots at Repenter with its Heavy 
Cannon and hits it for a whopping 10 
points of damage (14 + 2d6 [12] — 16 
for its DEFense) which does plenty of 
damage including destroying its Flame 
Cannon. 

Casts accelerate on the Ironclad. 

Puts the pedal to the metal and 
charges the Crusader. It hits it for 4 
points of damage to the legs 
(movement) 

Shoots 2x (using the Focus assigned to 
it) at the Revenger and hits with both 
shots but both shots bounce off of its 
tough plating 

Moves a bit more over on the flank 


TURN 5 (end of turn on bottom-left map) 


Brian 


1 Focus allocated to the Vanquisher 


Repenter 


Revenger 


Crusader 


Kreoss 


Vanquisher 


Moves up to the Ironclad and takes a 
swing, but misses 

Charges the Ironclad and hits for a 
whopping 12 points of damage 

Ouch!!! 

Sits right where it is and hits the 
Ironclad for 8 more points of damage 
Double Ouch!!! And damn lucky to still 
be standing at all. 

Casts accelerate on the Vanquisher and 
then successfully casts System Shock 
on the Ironclad, channeled through the 
Revenger 

Moves up to the Lancer and Charger 
and starts swinging around the Blazing 
Star. It uses the Focus to add to his ‘to 
hit’ roll with the Blazing Star and hits 
both enemies, the Charger for 8 points 
and Lancer for 5 


Mark 

Ironclad Sits around doing nothing because of 
the System Shock it got hit with 

Defender Charges the Repenter and hits for 12 
points of damage. Its other arm and 
movement are now gone and it's 
effectively out of the game 


Lancer Hits the Vanquisher for 1 very piddly 
point of damage to its Cortex 
Charger Sees how pathetically the Lancer did 


and tries to show him up by hitting 
the Vanquisher for 4 points of damage 
to the left arm 

Stryker Nails the Vanquisher with System 
Shock and then tries to cast Arcane 
Shield on the Defender, but the ‘Jack 
is out of the spell’s range 


TURN 6 (end of turn on top-right map) 


Brian 

2 Focus allocated to the Revenger 

2 Focus allocated to the Crusader 

Revenger Hits the Ironclad with bonus 1d6 to hit 
and damage (from Focus) for 2 points 
of damage 

Crusader Moves to the Defender and takes a 
swing, also with a bonus 1d6 to hit 
and damage from Focus, and hits for 
6 points of damage to its movement 

Kreoss Runs 10” and casts Arcane Shield on 
the Vanquisher (+3 to its DEF) 

Vanquisher Does nothing as it’s system shocked 


Mark 

2 Focus allocated to the Ironclad 

2 Focus allocated to the Defender 

1 Focus allocated to the Lancer 

1 Focus allocated to the Charger 

Ironclad Smacks the Revenger (+16d to hit 
and damage from Focus) for 5 
damage to its Cortex 


Defender Does the same number on_ the 
Crusader for 8 points of damage 

Lancer Hits the Vanquisher, but for 0 damage 
after the Arcane Shield is considered 

Charger Also hits the Vanquisher, thankfully for 


at least 1 points of damage after 
Arcane Shield is considered 


Turn 7 (end of turn on bottom-right map) 


Brian 

1 upkeep F for Arcane Shield on Vanquisher 
2 Focus allocated to the Vanquisher 

2 Focus allocated to the Revenger 

2 Focus allocated to the Crusader 


Vanquisher Swings his Blazing Star at the Charger 
and Lancer. It misses the Lancer but 
nails the Charger for a huge 12 points of 
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damage spread across several areas. 
Oh, so disabled 


Crusader Swing at but missed the Defender 

Revenger Hits the Ironclad for 8 points of 
damage 

Kreoss Moved to avoid showering debris 

Mark 

2 Focus allocated to the Defender 

2 Focus allocated to the Lancer 


Defender 


TURN 7 (continued from previous page) 


Defender Hits the Crusader for 9 points of damage 
and both arms are now gone 

Lancer Hits the Vanquisher for 1 point of 
damage 

Stryker Moves and takes a desperate shot at 


Keoss but misses 


TURN 8 (end of turn on top-left map) 


Brian 


Maintains Arcane Shield on Vanquisher 
1 Focus allocated to the Crusader 

2 Focus allocated to the Vanquisher 

2 Focus allocated to the Revenger 


Vanquisher 


Revenger 
Kreoss 


Crusader 


Mark 


Hits the Lancer 9 damage points of 
damage 

Charges Stryker (yikes!) but misses 
Moves and then casts acceleration (1”) 
on the Crusader 

Backs up and performs a Slam attack 
on the Defender. It hits and pushes 
the Defender back 1” but causes no 
damage 


2 Focus allocated to the Defender 
1 Focus allocated to the Lancer 


Stryker 


Defender 


Lancer 


Casts accelerate (3”) on the Defender 
and takes another shot at Kreoss that 
misses 

Moves to the Revenger and hits it for 
10 points of damage 

Also heads over to the Revenger and 
hits for 3 points, destroying its Cortex 


TURN 9 (end of turn on bottom-left map) 


Brian 


Upkeep on Arcane Shield 
2 Focus allocated to the Crusader 
2 Focus allocated to the Vanquisher 


Vanquisher 


Revenger 


Kreoss 
Crusader 


Mark 
Defender 


Stryker 


Moves to the Lancer and uses focus 
bonuses to hit it for 9 points of damage 
and disables the Warjack 

Attacks the Defender and hits for 4 
damage 

Casts Accelerate (2”) on the Crusader 
Does a Slam attack on the Defender, 
hits it for 2 damage and pushes it into 
the Revenger 


Hits the Revenger for 8 points and 
disables it 

Charges the Crusader (say what!) and 
hits it for 1 point of damage 


TURN 10 (end of turn on next page) 


Brian 


Maintains Arcane Shield 
2 Focus allocated to the vanquisher 


Kreoss 
Vanquisher 


Crusader 


Casts Arcane Blast at the Defender and 
hits it for 2 points of damage 

Charges the Defender and hits for 6 
damage 

Backs up a bit 


Mark 

Defender Moves back and shoots at Kreoss and hits 
for 9 damage 

Stryker Shoots at Keoss but misses 


Brian’s post-game Musings 


Praise Menoth! After a 10 turn game more Protectorate of 
Menoth models were still walking the battlefield than 
Cygnar models. What did I learn from this experience? 
No matter how many times you read the rules to a new 
game you are going to screw something up. But, after a 
couple of turns of getting past the learning curve of the 
rules, the game moved along quite steadily. My plan, as 
simple as it was, seemed to work out well. Despite some 
hatred from my dice I faired well. I weathered Mark’s 
initial shooting and was able to move into hand-to-hand 
without taking much damage. My shooting was terrible. I 
didn’t burn anything except some patches of grass. The 
Vanquisher, armed with a Flame Launcher and the Blazing 
Star, was my Most Valuable ‘Jack. He was able to close 
with 2 Cygnar ‘jacks, early, and beat the bejeezus out of 
them. Another important lesson: don’t discount that extra 
point of Focus on the High Exemplar Kreoss. That single 
extra point allowed me to pay upkeep on Arcane Shield 
(+3 to Defense) for Vanquisher for the last four turns of 
the game. Arcane Shield: don’t leave home without it! 
One slight bit of disappointment: I never rolled a critical 
hit with the Inferno Mace carried by Crusader. A critical 
hit with that weapon sets the target on fire. Also, my 
Repenter wasn’t allowed to do much. He had a severe 
beating put on him by the Cygnar Defender. 


The Protectorate of Menoth fared better than I 
expected. I expected to get pounded by ranged fire then 
finished off in close combat. But, the extra defense and 
extra structure boxes saw me through to the slugging-it- 
out part of the game. A few bad rolls almost had me in a 
lather. Rolling two 4s in a row on three dice when trying 
to hit is frustrating. As is rolling a 9 then a 10 on four dice 
when checking for damage. Some days the wheel of 
karma just runs you into the ground. 


Overall I had a very enjoyable time. This game has 
whetted my appetite to see the full version of the rules 
when they come out. Between Mark and myself I believe 
we covered everything from the quick-start rules in our 
game. We shot at each other. We whomped each other 
upside the head. And we voodooed each other many of 
the spells supplied with the trial rules. If you have a 
chance to pick up some of these slick models, do yourself 
a favor and grab them. Talk a crony into doing the same 
thing and y’all give these quick-start rules a try. You will 
not be disappointed. 


Mark’s post-game thoughts 


I definitely have to give the nod to Brian. At the end of 
the game he had me beat, but it was close. During the 
game things could, and did, move back and forth a bit and 
it really could have ended up with either of us walking 
away the victor. 


We picked up the 
game pretty easily 
and this 10-turn 
game could’ be 
played in under two 
hours if we had not 
been taking notes 
and working up 
diagrams for the 
maps. I do like the 
fact that we spent 
the first several 
turns moving into 
position instead of 
being stuck in 
immediately and 
have the game over in around four turns. It was a slugfest 
and was great fun. 


I see IK:W being suited for between 5-10 models since 
each has their own damage profile to keep track of. This 
can be done on a single sheet of paper and really won't 
take up any more room than a standard army list. I can't 
wait to play again. This was a great start to what should 
turn out to be a wonderful game. 


Also, just as a point of reference, we used the first edition 
of the IK: Warmachine demo rules for this battle report. 
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By now you've seen a Standing Orders article and 
reviews of lots of 100 Kingdoms miniatures in the pages 
of Fictional Reality so the time has come for a battle 
report. Chris and I decided to sit down and play a small 
game that will hopefully give you some insight into this 
new game from Black Orc Games. We went with a 500- 
point game that was to be played on a 4’ x 4’ table with 
sparse terrain (like you can see at the 100 Kingdoms 
website). All of the rules from the most up to date 
online rulebook (as of early FEB, 2003) would be used 
and any of the published army lists were fair game, but 
Chris and I went with what we had models for, which 
meant that I would be laying down some mad-monkey 
kung fu on his short order Chinese cooks. 


Anata no gosenzo sama ni 
kao Oo awase rare masuka! 


Get ready to meet your ashamed 
ancestors! 


When planning a battle report for a new game, there is 
always an element of the unknown. What looks good on 
paper does not always work for in practice. Going into 
this game I did a bit of studying of the Bushido army 
list. The imagined sight of ranks of samurai always 
makes me smile. I have been a fan of Japanese feudal 
games for some time and another chance for the 
honorable warriors of the Emperor to see combat is truly 
a good day. I really liked the Wuxia Warriors and the 
Samurai Ogre’s special rules. I found what I considered 
to be one of the drawbacks of the Bushido army, their 
expensive individuals with the command ability. In a 
500-point game the mandatory Emperor is 86 points. 
Now granted he does cast spells, but this does not 
change that he is taking a sizable chunk out of this small 
army. This leaves me with 414 points left to spend. 
Ashigaru units are 28 points for ten men, and they 
negate the charge bonus when charged from the front. 
These bullet sinks should hopefully tie down the Simian 
foot troops while the samurai maneuver into place. Two 
units of Ashigaru come to 56 points, but with a CA of 6 I 
do not expect anything spectacular to come from these 
homely peasants but the pile of bodies tripping giant 
monkeys in armor. A unit of Samurai is a whopping 65 
points though. For more than twice the cost of Ashigaru 
you get 2 wounds per model and a CA and DR of 8. 
They also have 2 attacks apiece making a unit of ten 
hitting roughly 8 times per activation while in hand to 
hand. Two units of these put me back 130 points for a 
total of 228 points ... halfway there. Looking at my 


number of units (5) and my number of commands (3) I 
quickly made the choice to take a battle wizard. Besides 
having a whopping 12 spell points these versatile 
characters can also give commands. Many of the 
Bushido spells will enhance my current troops. A 2-point 
bonus to a unit's CA makes a big difference. The ability 
to unleash a huge chain lightning hitting every model in 
all enemy units within 12 inches with a MV attack of 12 
is huge!! This wizard cost me 55 points and gave me 
two more command points. With a 173 points left to 
spend I took a greater look at the Simian army list. The 
Simian have an insanely high DR and all of their troops 
have more than one wound. Their weaknesses appear 
to be their slow movement (3 inches versus my 5 
inches) and a very low LD value. Simian are immune to 
leadership checks caused by casualties, but have to take 
fear checks and checks caused by magical means as 
normal. My new tactic....scare ‘em. The Samurai ogre’s 
noxious ability causes units within 3 inches to take a 
retreat test. Two of these will set my army back a mere 
28 points. Although immune to casualty checks, the 
Simian slow movement makes them very susceptible to 
missile combat. A unit of Bushido Bowmen has a 20- 
inch range and put me back another 31 points. A unit of 
mounted archers and their scoot and shoot ability allow 
me to maximize my maneuverability and save those 
much-needed commands. This unit moves 10 inches and 
can fire at targets 20 inches away. A great buy at 43 
points. With 71 points left and a severe deficiency in 
commands another battle wizard is in order. More of 
the above-mentioned firepower always helps as well as 
the total of 7 commands to give ever turn. 15 points left 
gives me a third samurai ogre or a hamoi priest. The 
hamoi priest has a little bit of magical punch (enough to 
enhance a squad), and can rally fleeing troops, an 
obvious pick in my opinion. A total of 499 points gets 
me 12 units with 7 commands. This definitely appears 
to be a difficult army to wield, but hopefully an effective 
one. 


Christopher 


“You've got a monkey?” 
Kingpin 


If you haven't seen the movie, Kingpin, go out and rent 
it and you'll get it. Kids, get your parent’s permission 
‘cuz I don’t think it’s exactly rated G. 


Anyway, I have lots of monkeys, Simian troops to be 
specific and today was the day to march them onto the 
field of battle and make Chris’ Bushido squeal _ like little 


girls. Now, of course, that is easier said than done but 
since I have to start with a battle plan that will be it. I 
don’t think that I can expect to lay down the same 
drubbing as in our Chronopia game last issue, but I can 
try. 


In 100 Kingdoms, rules and army lists available for free 
on their website, you buy units in pre-set sizes (which 
differ from army to army) and individuals and monsters 
that come as single models. Siege equipment may 
have loaders and other attendants but these don’t 
count as troops. In looking at the army list I quickly 
said to myself, “Just take one of everything!” which 
didn’t seem like a bad idea especially for my first game 
of 100 Kingdoms. I would, in theory, be able to try out 
various tactics and also be flexible enough to deal with 
what Chris brings. My “one-of-everything” strategy 
gave me a unit of Legionnaires (6 models-26 points) 
and Javelin Corps (6 models-27 points) for my basic 
troops. With 2 hit points each and the ‘No Retreat’ 
special ability they make up a very tough core for the 
army. The missile range of just 10” for the javelins 
might be a bit short, but they have an Attack Value of 
10, which is 4 higher than the puny arrows that Chris 
will be tossing around. 


In the area of Veterans I'll have a unit of Praetorian 
Guard (6 models/68 points) and Howlers (8 models/102 
points). The Praetorians are just insanely tough with 3 
hit points and two attacks per model. When they hit 
something I expect it to go away, messily. The Howlers 
are the ultimate anti-cavalry troops and are one of only 
two troops in my army with any real speed behind them. 
They also have two attacks each and will be looking for 
some horse as a mid-battle snack. 


The Giant Gor, a gorilla that probably weighs in at 
around 8,000 pounds is my other fast-mover and just 
needs to wade in and smash things like he’s a strung out 
rock star. To make up a bit for my less than spectacular 
missile weapon troops I also have a Mangonel that can 
rain down four shots per turn at a range of 25” with an 
attack value of 12. Just like monkeys to be throwing 
poop around and I'll be tossing big giant steaming piles 
of it! 


All right, on to characters. Caesar Octavian is really a 
“gotta-take” even though other models can fill in as the 
Warlord of the army. He's not super manley (apely?) 
but his command is needed. A monkey messenger will 
help with my rather low movement (in non-combat 
situations) and a Senator will fill in as my Warlord if 
Caesar meets with an untimely fate. A Centurion and 
Gladiator round out my “one-of-everything” strategy and 
they are both bad mo-fo’s! I find that I still have points 
left over, oh joy. I toyed with the idea of extra 
messengers, but instead went with another Gladiator 
who will be called upon to put the sword to any Bushido 
that didn’t being me any Moo Shu Beef! 


Above you can see our deployment and map layout. 
Chris won the Leadership roll and took the role of the 1* 
player for set-up and the rest of the game. We have a 
centrally located building and two section of forest (we 
agreed on half-move and obstructed LOS for the forests) 
and patches of grass broken up by large areas of flat 
dirt. 


The Bushido were in much more of a standard line 
formation while my Simian were bunched together in an 
incredibly tight group. I decided early on that taking 
just a single messenger was definitely worse than taking 
two or three and might even work out worse than taking 
none at all. If I wanted enough units to benefit from 
Marching Orders I’d have to start using orders to run the 
monkey up with the other troops and still keep them 
relatively bunched together. 


I was also starting to doubt my army selection at this 
early stage of the game. Being our first time playing 
100 Kingdoms I decided to try the one-of-everything 
approach and hope to be able to adapt to a variety of 
situations. Working at a command point deficit (to be 
fair so was Chris) was already not sitting well with me 
and we hadn't moved a model yet. Of course, there’s 
nobody to blame for that but myself so I'll see how I can 
make the best of the situation that I’ve created for 
myself. 


TURN 1 (next page-top) 


With seven orders each and a ways to go before we got 
close enough to spit at each other I expected the first 
couple of turns to be a lot of movement and not too 
much else. Here’s a rundown of our orders... 


TURN 2 (below) 


Order 1 
Chris The eastern unit of Ashigaru advances 5” 
Mark The Giant Gor has had enough standing 
around and runs up 12” under Marching 


Orders 
Order 2 
Chris The Shugenja on the west side advances 
5” between the Bowmen and Samurai 
Mark The monkey messenger runs up 7” 
carrying important orders for the others 
Order 3 
Chris The second unit of Ashigaru advances 5” 
Mark Under Marching Orders the Praetorian 
Guard advances 5” 
Javelin Order 4 
f Corps | Chris The Bushido Priest moved up 5” closer to 


the coming fray 
Mark Now back under Marching Orders the 
Legionnaires advanced 5” 


Order 5 
Chris The Mounted Bowmen run ahead 10” 
and shoot at the Howlers, scoring 3 hits 
but all 3 saves are made 
Order 1 Mark Ordered to march the Gladiator advanced 
Chris One Ogre moved up 7” 7” along with the others 
Mark Using Marching Orders the Javelin Corps Order 6 
advanced 5” Chris The Samurai in the center moved up 5” 
Order 2 Mark With the messenger back in range the 
Chris The second Ogre also moved up 7” Javelin Corps marched ahead 5” 
Mark Also under Marching Orders the Simian Order 7 
Legionnaires advanced 5” Chris The Emperor moved ahead 5” between 
Order 3 the two Samurai units 
Chris The Mounted Bowmen galloped up 10” Mark The Centurion moved up 5” into a 
Mark With the aid of Marching Orders the position behind the Javelin Corps 


Howlers increased their movement to 12” 
and surged forward 


Order 4 
Chris The Bushido Bowmen marched up 5” 
Mark Like those before them the Praetorian 
Guard marched up 5” with the aid of 
Marching Orders 
Order 5 
Chris One group of Samurai advanced 5” 


Mark The first Gladiator headed up-field 7” 
with Marching Orders 


Order 6 
Chris The first unit of Ashigaru advanced 5” 
Mark The second Gladiator followed the same 
orders as the first. 
Order 7 
Chris The second unit of Ashigaru did also 


Mark Towards the impending fight he advanced 


The first two turns went about as I had expected. 
A lot of movement and very little combat and 
that was ineffective bow-fire from the Mounted 
Bowmen. The command point deficit hasn’t 
really impacted either of us yet so might not 
prove to be as bad as I thought. 


Order 1 
Chris 
Mark 


Order 2 
Chris 
Mark 

Order 3 
Chris 
Mark 

Order 4 
Chris 
Mark 

Order 5 
Chris 
Mark 

Order 6 
Chris 
Mark 


Order 7 
Chris 


Mark 


TURN 3 (above) 


The turn started with a 5” Ashigaru move 
The Messenger ran up 5” to give more 
orders 


The Mounted Bowmen fired at the Howlers 
again (hitting twice and causing 1 wound) 
and then moved 10” 

Under Marching Orders the Legionnaires 
advanced 5” 


One Shugenja moved 5” 
The Javelin Corps, also under Marching 
Orders, moved up 5” 


A simple shift for one unit of Ashigaru 
Gladiator 


Following the example of the Ashigaru 
above a unit Samurai also just shifted 
Getting closer to the enemy the Howlers 
advanced another 12” 


The Bushido Bowmen fired into the 
Howlers and hit three times with two 
wounds resulting 

The Mighty Giant Gor ran up, still in range 
of the Messengers orders, 12” 


The other Shugenja cast Quicksilver on the 
already speedy Mounted Bowmen 

The Praetorian Guard continued _ their 
steady advance under Marching Orders 
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"Making Your Home A Great Place To Wage War” 


Again, lots of movement with a little missile fire 
sprinkled in. This time around the Howlers 
didn’t fare as well and are starting to feel the 
effects of pointed stick being sent their way. 


TURN 4 (top-right) 


Order 1 
Chris Mounted Bowmen fire at the Howlers 
again (2 hits and 2 wounds) and then 
move 15” 
Mark The Messenger needed to catch up to 
yell out more orders and moved up 7” 
Order 2 


Chris The Bushido Bowmen fired at the 
Howlers and score a couple of more 
wounds causing them to break 


Mark The mighty Mangonel moved over 3” to 
get into firing position on the Mounted 
Bowmen 
Order 3 
Chris Ashigaru advanced 5” 
Mark The Simian Legionnaires were only able 


to move up 3” 
Order 4 
Chris A Shugenja let loose with a Lightning 
Bolt that fries the remaining Howlers 


Mark The Javelin Corps, the only ones under 
Marching Orders this turn, ran up 5” 
Order 5 
Chris A unit of Samurai do a quick shift over 


Mark The Gladiator to the rear of the board 


moves up 5” 


Order 6 
Chris The other Shugenja moves over 5” 
Mark The Praetorian Guard, out of range of 
the Messenger’s orders, advance only 3” 
Order 7 
Chris The Priest does the same as the 
Shugenja above 
Mark The Centurion plods ahead 3”, now out 


of range of the Messenger’s orders 


My grand blunder for the game came on turn 4. 
Moving the rear Gladiator forward gave Chris 
an almost free run towards the Senator and 
Caesar with his Mounted Bowmen. I fear that it 
will cost me the game. 


TURN 5 (bottom-right) 


The Howlers take off for my deployment zone. 


Order 1 
Chris The Bushido Bowmen fire into the 
Javelin Corps and hit 3 times, causing 2 
wounds 


Mark Trying to get the most out the 
Marching Orders the Messenger shifts 
over a bit 


erdgenja 


TURN 5 (continued) 


Order 2 
Chris The Mounted Bowmen head towards the 
Senator and let fly killing him on the spot 
Mark The Mangonel tosses over huge piles of 


Great Gor poop at the Mounted Archers and 
kills one of them 
Yuck! What a way to go 


TURN 5 (continued) 


Order 3 
Chris 
Mark 

Order 4 
Chris 


Mark 


Order 5 
Chris 


Mark 


Order 6 
Chris 
Mark 


Order 7 
Chris 


Mark 


The Priest took a 5” move 
Beating feet, Ceasar moved 5” 


One of the Shugenja backed up a bit 
away from the advancing Simians 
Under Marching Orders the 
Legionnaires advances another 5” 


The Emperor moved 5” towards the 
eastern edge of the battlefield 

Running back to assist Caesar, a 
Gladiator ran 7” under Marching Orders 
back towards his own deployment 
zone. 


A simple shift by a unit of Ashigaru 
The Javelin Corps, also under orders, 
marched up 5” 


The other Shugenja unleashed a 
Lightning Bolt into the Javelin Corps 
and caused ten hits and five wounds 
The Giant Got advanced another 12” 
towards the Bushido ready to smash 
‘em up 


TURN 6 (top-right) 


Order 1 
Chris 
Mark 

Order 2 
Chris 
Mark 

Order 3 
Chris 
Mark 

Order 4 
Chris 
Mark 

Order 5 


Chris 
Mark 


The Mounted Bowmen make a play to end 
the game and fire on Caesar but don’t hit 
him a single time 

The Gladiator nearest the back line charges 
the Mounted Bowmen and kills one of them 


A unit of Ashigaru try to charge the Giant 
Gor, but cannot overcome their fear of the 
beast 

Amused, the Giant Got charges into the 
Ashigaru and pounds three of them into jelly 


The Javelin Corps are peppered by the 
Bushido Bowmen with 4 hits, but manage to 
save three times 
The Praetorian Guard advance 5”, ready to 
get into the fight 


Samurai overcome their fear and charge the 
Gor causing 13 hits, but only 2 wounds on 
the beast 

The other Gladiator heads back towards the 
engaged Mounted Bowmen 


The other Ashigaru move over a bit 
The remaining Javelin Corps shoot at the 
Ashigaru and spear one through the chest 


Order 6 
Chris The other unit of Ashigaru move over a bit 
Mark None, with the Senator dead I’m down to 
just 5 orders per turn 
Order 7 
Chris The other unit of Samurai move up close to 


the Giant Gor 
Mark Ditto Order 6 


Well, things are certainly not going well for the 
monkeys. With the Howlers decimated and now the 
Javelin Corps taking serious numbers of wounds I’m 
not faring too well. And that’s the good news! Out 
of sheer stupidity I left my Warlord, Caesar, wide 
open to attack by the Mounted Archers and I would 
not have been surprised at all if the game had ended 
on the first order of this turn. 


TURN 7 (next page-top) 


Order 1 
Chris The Mounted Bowmen successfully 
disengage from the gladiator 
Mark The Giant Gor does his impression of a 
spoiled child and stomps around. Both units 
of Ashigaru and the Priest blow their tests, 
while the other nearby Bushido units are ok 
Order 2 
Chris A Shugenja tries to cast Dragon Fury on a 
unit of Samurai, but fails 
Mark The Messenger moved up to get more of the 


Simians into range for his Marching Orders 


Mark The Praetorian Guard tear into the 
Ashigaru causing 7 wounds but they 
hold their position 

Order 2 

Chris The unengaged Samurai charged the 
Gor and caused 6 hits, only one of 
which wounded but it was enough to 
fell the beast 

Mark The Messenger monkey moves up 
yelling at the others to, “do 


something!” 
Javelin \ Praetorian Guard © okt. Order 3 
Corps -. Chris The Samurai turn and charge into the 
Legionnaires Simian Legionnaires, causing 13 hits 
' , and 5 wounds 
Messenger, : Mark The Mangonel lets fly against the 
a ' Mounted Bowmen and kills another 
with a mighty splat 
Order 4 
Chris The Mounted Bowmen take more shots 
; at Caesar hitting and wounding once 
| ee ore Mark Simian Legionnaires charge a unit of 
ts ; Samurai but cause no wounds out of 
> Caesar their two hits 
Order 5 
; Chris A simple move of 5” by one Shugenja 
TURN 7 (continued-above) Mark The Centurion charges into the 
Mounted Bowmen and hits once for a 
Order 3 wound 
Chris The Samurai that previously charged the Order 6 
Gor strike him for 8 hits and 2 wounds, the Chris A move-up by the Ashigaru 
monster now quite wounded Mark None 
Mark The remaining Javelin Corps move up 5” Order 7 
under Marching Orders Chris A move-up by the Emperor 
Order 4 Mark None 
Chris The Javelin Corps are struck for 2 
wounds by the Bushido Bowmen 
Mark A 5” move by the Legionnaires, also 
under Marching Orders, brings them 
closer to the Bushido 
Order 5 
Chris The second unit of Samurai try to 


charge and finish off the Giant Gor, but 
fail their fear test 

Mark Still getting closer, the Praetorian Guard 
march up another 5” 


Order 6 Ls] 
Chris The Emperor auto-rallies a unit of Praetorian Guard 
Ashigaru , 
Mark Still down to 5 order per turn Legionnaires 
Order 7 


Chris A unit of Ashigaru charge the Praetorian Messenger. 
Guard and cause a single wound oa 
Mark Ditto Order 6 


TURN 8 (bottom-right) 
Order 1 


: 5 | Mangonel 
Chris The Bushido Bowmen finish off the O — 
Javelin Corps with a hail of arrows Caesar 


TURN 9 (above) 


Order 1 
Chris 


Mark 


Order 2 


Chris 


Mark 


Order 3 
Chris 


Mark 
Order 4 
Chris 


Mark 
Order 5 
Chris 
Mark 


Order 6 
Chris 


Mark 


The Mounted Bowmen are able to disengage 
from the Centurion and move to a more 
advantageous position 

The Praetorian Guard finish off the Ashigaru 
they are fighting, but I fear it’s far too little, 
way too late 


The Emperor blasts the Praetorians with a 
Lightning Bolt and while it lights them up 
with 7 hits, none are wounded 

The Legionnaires prove ineffective against 
the Samurai and cause no hits or wounds 


On the other hand, the Samurai nail the 
Legionnaires for 7 hits, causing 4 wounds 
The first Gladiator takes chase after the 
Mounted Bowmen 


Trying to better the Emperor a Shugenja 
launches his own Lightning Bolt at the 
Praetorians and hits 8 times for 5 wounds 
The second Gladiator also takes chase 


The other unit of Samurai slam into the now 
softened up Praetorians and hit them 13 
times for 5 wounds 

The Centurion tries in vain to close the gap 
between himself and the Mounted Bowmen 


The Priest, now very confident in the 
outcome, moves up 5” 
None 


Order 7 


Chris The Ashigaru follow suit and advance 
5” 
Mark None 


TURN 10 (no map needed) 


Order 1 
Chris The Mounted Bowmen take care of 
Caesar and end the game 
Mark Howl like mad monkey and then cry 
like a sad monkey 
Post-Game Thoughts 
Mark 


Alrighty then! Boy, oh boy did the sisters take a liking to me 
or what? [Shawshank Redemption reference] That did end 
up being a righteous beat-down, but not without some 
significant mistakes on my part. Oh, I’m not trying to 
downplay Chris’ role in the pleasantries that ensued because 
without an opponent that can take advantage of your 
mistakes you probably won't learn what not to do next time. 


To begin with my army selection was flawed and I really did not 
take enough time to examine the potential of each of my units and 
how they could best work together. Taking one of everything 
really helped to point out the need of having an army whose units 
can compliment each other in battle. In hindsight I think ditching 
the Howlers and picking up another unit or two of Legionnaires 
and definitely more Messengers would have been a better way to 
go. 


The lack of magic didn’t bother me too much. Oh hell yes the 
Lightning Bolt can ‘love you long time’ but it can also fizzle. Also, 
it hurts that much hitting anyone, not just my guys so everyone 
gets equally pan-fried by it. On my end I actually did not mind 
one bit not having a magic user of my own. Like Forest said, “one 
less thing to worry about”. 


I definitely didn’t take the lack of command points seriously 
enough. Working with a built-in deficit made my ‘slow’ army 
slower. If I had purchases my army more sensibly and had more 
command points and messengers I could have overcome the 
inherent lower movement of the Simians and had more flexibility. 
Going for the ‘lets be able to do everything’ approach just did not 
work and I should have seen that. 


OK, so where do we stand? Rebuild the army and try again, of 
course! I like very much that the guys at 100 Kingdoms are open 
to suggestions and rule changes and I can see the game 
continuing to evolve over time and become more refined. 
Considering that changes and additions are likely it's very good 
that the rule are given away for free on their website. 


Saru mo ki kara ochiru — Even monkeys fall from trees!!! 


Well that game was interesting. I really expected to move around 
a lot more and use flanking maneuvers. I expected to see the 
Simian army move much slower. The inclusion of the monkey in 
the army list makes up for this shortcoming. I felt bad for Mark 
when I became apparent by turn three that I really did not need 
to move a whole lot. I expected him to be a bit more defensive, 
but my superior amount of missile fire, both normal and magical, 
would have slowly worn down his army. 


What about my army list worked? Well I absolutely love the scoot 
and shoot ability. My mounted archers were definitely worth their 
points in annoyance value alone. Bringing 2 wizards was a bit 
over the top, especially since the Emperor is also a magic user. 
The reason I did this is simple, for 15 more points I get the same 
command as the mounted Daimyo and a helacious amount of spell 
points. Proper use of spell points allowed me to unleash huge 
amounts of ranged attacks, and still have leftovers to augment my 
Samurai. Speaking of Samurai, they are another unit that rocked. 
Rolling twenty dice at 10’s on the charge is awesome, and it is 
even better when you have augmented them with a spell. I feel 
that the strength of the Bushido lies in the sheer amount of dice 
they get to toss on the table. Very few of their stats are 
exceptional, but if you give monkeys enough time with a 
typewriter eventually you get a copy of Hamlet. Actually that isn’t 
proven yet, but there is research money and typewriters that have 
been trying to prove this for years... 


What didn’t work? Well as I believe Mark will probably also 
mention running at a huge command deficit is not a very good 
idea. I would have been better off dropping the Samurai Ogres 
and buying a mounted Daimyo instead. As for the Samurai 
Ogres...well I should have read their rules better, as their cool 
ability does not work on almost all of the Simian army. I was also 
disappointed in the ashigaru. I realize they are cheap and are 
supposed to be poor, low ranking soldiers, but their stats are 
SOOO poor that they really are there as a bullet sink. Another unit 
of mounted bowmen or mounted samurai would have helped a lot. 
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The box provides you with everything you need 
for a thrilling fight in the arenas of the 
FEARLESS-Company 


- rulebook with 4-colour cover, 
containing lots of drawings and pictures 
- coloured carton with templates, 
“hidden”-markers and a gate. 
- 20-sided die 
- Joutofs figures random selection 
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INTO AN ARENA FULL OF 
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My opinion of the game is that it is still a work in progress. The 
game designers have made several alterations to the game since 
its conception. I think there are a few fundamental problems that 
I ran into that bothered me. The first is the premeasuring of 
ranges. It allowed me to ALWAYS be right outside of Mark’s 
charge ranges and still be able to shoot. The initial dice roll at the 
beginning sets the tone for the whole game. In a turn-based 
system this works, but in an alternating game, I would prefer to 
see this roll happen at the beginning of every turn. I also had a 
problem with way several of the spells worked. I was hoping to 
capitalize on the low leadership of the Simians by casting mind 
altering spells only to discover that they used their DR stat (very 
high for the Simians) and not their leadership. There is only a 
30% chance that you can cast Confusion (a four-point spell) on a 
unit of Praetorian Guard. 


In conclusion, I really like the quality of the miniature produced by 
this company. I think their sculpts are exceptional, and that the 
100 Kingdoms strives for originality. I believe that the core rules 
are fine, and believe that in time this rule set will catch up to the 
high standard of its metal counterparts. I look forward to the day 
when the rules are finalized, and remain impressed that this 
company REALLY DOES listen to the opinions of those that play 
their game and buy their products. The strength of having a living 
document for a rule set is that it is always being polished. 


for USA y dexcauwar= More Infos About The Game At 
www.newwavegames.com Meteuer www.excalibur-miniaturen.com 
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GAME REVIEW 


THE SCI-FI SERIAL ROLEPLAYING GAME 
TOREN ATKINSON & WARREN BANKS 


Basics — Spaceship Zero is a new science fiction role-playing 
game from Green Ronin Publishing. What makes Spaceship Zero 
different from all of the other sci-fi role-playing games on the 
market these days is that the game is set in a 1950s style sci-fi 
genre. If you have seen any of the old Flash Gordon 
serials/movies or movies like Forbidden Planet or Robinson 
Crusoe_on Mars then you will have a good idea of what the 
universe of Spaceship Zero “looks” like. This “look” makes sense 
since the game is based on radio plays from the 1950s and the 
German television remake that was filmed in the 1970s. So, be 
prepared for atomic rayguns and rocket belts. 


The premise of the game: the player characters are 
crewmembers aboard Spaceship Zero, in the year 2035, a rocket 
equipped with the newly developed (and untested) B.T.L. (Better 
Than Light) Drive. As is wont to happen with new-fangled 
gizmos the B.T.L. did not function quite the way it was expected. 
When the test drive is activated, instead of travelling “better” 
than the speed of light, Spaceship Zero, instead of moving, 
gained infinite mass (I only have a vague idea of what that 
might mean. I was out sick the day that was covered in high 
school physics). Thus, the entire galaxy is destroyed as it 
collapses around Spaceship Zero and it’s occupants. Luckily for 
the crew the spaceship isn’t obliterated. The crew figures out 
that the ship needs to travel to what would be the center of 
Milky Way (the galaxy, not the candy bar) so that Spaceship 
Zero can be the center of a second “big bang”. So, the intrepid 
explorers enter their Deconstitutor (it atomizes your body and 
stores it for a set amount of time) and set it to revive them in 10 


by Brian E. Ahrens 


billion years. The theory is that the galaxy will re-evolve 
exactly as it did after the original “big bang”. Guess what, this 
theory does not come off much better than the B.T.L. Drive. 
Universe Two is not quite exactly like it’s predecessor. This is 
where the fun begins. 


Presentation — Spaceship Zero is a 190 page, perfect bound, 
soft cover tome. Extensive background has been culled from 
the old radio programs and the television series and provided 
to give players a good idea of what they are in for when 
playing this game. Unlike many of the games being published 
these days, Spaceship Zero is not a D20 based game. It has a 
unique game system based on the percentile. Players choose 
an archetype on which to base their characters. A person may 
choose to play such things as a Captain, a Robot, a Slave Girl 
(scantily clad) or a Super-Intelligent Monkey, as well as a host 
of other equally colorful characters. Speaking of color, the 
black and white artwork inside this game is some of the best 
that I have seen in a Green Ronin publication. My personal 
favorite is the Super-Intelligent Dog in a space suit. I would 
have said the (scantily clad) Slave Girl, but my wife hit me in 
the head for making that choice. 


The layout of Spaceship Zero is nicely done. Not only is there 
a table of contents, but an index is also provided. Any game 
that includes an index gets bonus brownie points from this 
reviewer. Also, there were no noticeable typographical errors. 
So, not only did this book get run through a spellchecker, 
someone actually read it and made any other needed 
corrections. That is a step that seems to be left out of a lot of 
rulebooks in recent history. 


Value — Warning: I have a hard time being unbiased when it 
comes to science fiction games. I buy a lot of them. 
Spaceship Zero comes in with a MSRP of $24.95. That's a fair 
price for a normal-sized, paper back game book of this volume. 
You get an original game system, a wide variety of character 
types (variety is good) and a very interesting game 
background. There are, what I would call, three bonus areas 
in Spaceship Zero (other than the aforementioned index). 
One: a listing of science fiction slang from the 1950s. If you're 
going to play the game you might as well speak correctly. 
Two: the ever important, and much needed, introductory 
adventure. Last but not least, a complete episode guide for all 
three seasons of the television series. Lots of adventure ideas 
can be found in this guide. If you happen to be a fan of 
obscure science fiction then you may want to pick up this 
game just for the episode guide. So, strap on your rocket belt 
and grab your trusty atomic raygun and get a copy of 
Spaceship Zero. If you have even a passing interest in science 
fiction role-playing games then this is one you will definitely 
want to add to your collection. 


GAME REVIEW 


> FAST FORWARD 
ENTERTAINMENT 


BASICS 

Touchdown-A-Minute Football is Fast Forward Entertainment's 
foray away from role-playing games and into the world of 
sports games. Here’s the blurb from the site... 


Three yards and a cloud of dust... 
America's favorite game is presented here in this Minute 
Games second release. A full game for less than $15.00, 
everything you need to play is offered in this Micro Box game. 
You decide how to run your offense. You set your team, 
control the quarterback, the ends, the receivers, the front line 
- and pit them against a defense that is ready for anything, 
and determined to bring you down! Touchdowns, Point After 
Attempts, Field Goals, penalties and more are all in this 
amazingly fast dice game. You pick from a set selection of dice 
that have different faces on them to give your team the best 
chance at beating your opponent. This fun game is full of 
surprises as the game progresses. Play a full season, or start 
up a league, it's all part of the game. 

John Madden not included. 

It has a retail price of $14.99 USD. 


COMPONENTS 

Inside the box you'll find 12 blanks dice (4 red, 4 blue, and 4 
white), a sheet of stickers (to place on the dice) a set of rules 
and a card to keep track of score, yardage, etc... I'd have 
liked imprinted dice better, but the stickers went on easily 
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enough and took just a few minutes to take care of. The rules 
were very easy to read and the examples were all clear and 
easily understood. 


GAME PLAY 

The outcome of each play is determined by rolling all four 
white (Play) dice one red (Offensive) and one blue (Defensive) 
dice. Each offensive die has a different play call (Run Inside, 
Run Outside, Long Pass, and Short Pass) as do the defensive 
dice (Nickel, Stop Run, Blitz, and Dime). All six dice are 
thrown and the results are compared. Each one marked TK 
(tackle) allow the defensive player to eliminate one marked GN 
(gain) and there are also special dice that could indicate an 
Interception or Fumble under some circumstances. As an 
example if the offensive player chooses to Run Outside and the 
defensive player chooses Blitz the dice may come up as 
follows: GN3, GN3, TK, CP1, CP4, and BP. On a run play the 
CP (caught pass) and BP (blocked pass) are ignored so we are 
left with one tackle and two gains. The defensive player can 
choose one gain to get rid of and drops one of the GN3 dice. 
The play results in a 3 yard gain for the offense, 2"? down with 
7 yard to go. Regular plays go pretty easily and even special 
circumstances like fumbles or interceptions are resolved with 
nothing more than a roll of the dice. Is it a bit light on 
strategy and heavier on luck? Well, yeah but I see this game 
as trying to be more of a game that anyone can pick up and 
play. Each quarter last for thirty plays and with each roll of 
the dice and resolution of the roll taking just a few seconds the 
statement on the cover, “Play a complete game in less than 30 
minutes!” is absolutely reasonable. 


VALUE 

I see Touchdown-A-Minute Football as a very good way for 
Fast Forward Games to make a move into the mass market 
retail arena. I could easily see it on the shelves of the local 
Toys R Us, Walmart, Target, etc... At about fifteen dollars the 
game is inexpensive enough to be picked up as a spur-of-the- 
moment purchase or could just as easily be sought out by a 
sports/game fan that’s looking for something new. This is 
definitely not Statis Pro Football, but it’s not trying to be either 
and that’s just fine. This is a quick, easy to play football game 
that anyone can pick up and play. It’s easy to learn and could 
be easily added to your standard “family” boardgames. I 
played the Red Zone CCG several years ago and while they are 
different types of games I'd have to say that T-A-M Football is 
probably more fun and I can guarantee that I spent way more 
money on Red Zone, a game that I have not even touched in a 
long, long time. I'll be playing T-A-M Football instead of 
Yatzee! or Monopoly once in a while and it’s especially suited 
to pick-up games while waiting on your whole group to arrive 
for a game of whatever else you might be playing. Also, with 
no real set-up or tear-down needed this is a game that won't 
intimidate non-gamers. All in all it’s an easy, fun game that 
simulates the game of football in a very easy to digest rule set. 
I am looking forward to seeing how the Inning-A-Minute 
Baseball game turns out, hopefully just as well. 


WWW.FASTFORWARDGAMES.COM 


Take a healthy dose of high fantasy, blend in the arrival of 
steam powered mechanics and add a darker feel to the world 
itself and you have a pretty good understanding of the Iron 
Kingdom. Iron Kingdoms is a fresh new fantasy Role Playing 
Game (RPG) designed by Privateer Press, which has already 
spun into a miniatures war game under the title War Machine. 


"The Iron Kingdoms world, first off, is a property, not a d20 
setting, or married to any other specific game vehicle," 
explained Matt Wilson of Privateer Press in an interview 
conducted via email. "It exists outside of any game system, 
and is intended to transcend multiple media platforms, 
whether they be role playing games, video games, comic 
books, etc. 


The decision to incorporate the steam mechanics and multi 
media approach was made because that's what gamers seem 
to be looking for today, said Wilson. 
"The Iron Kingdoms taps into what people seek out in their 
fantasy settings these days," he said. "Tolkien will always be 
honored as the great god of Fantasy, and certainly the new 
trilogy is testament to that fact, but the contemporary trends 
in fantasy are moving further away from something that looks 
like Medieval Europe with elves and dwarves to environments 
that are much more inclusive and original. 


"The Iron Kingdoms attempts to bridge the traditional fantasy 
with contemporary trends. We've got elves, but the elves carry 
black powder guns. We've got wizards, but they build magical 
brains for steam powered robots. 


"For the record though, we don't have gnomes. We all hate 
gnomes." 


The people at Privateer Press were players before they became 
game developers. 


"Everyone at Privateer has been in the game industry in some 
capacity for a long time," said Wilson. "Part of what gets you 
into this industry in the first place is a love of games, so 
naturally, making games is part of that.” 


"We all enjoy the creative process that it takes to build worlds 
and design the inhabitants and histories and such." 


The result of the creative process that occurred at Privateer 
Press brought about a unique world with numerous options 
available to the role player. 


"The Iron Kingdoms is an ancient world of magic that has 
entered an era of industrialization. Steam power, firearms, and 
clockwork are growing technologies," said Wilson. "Magic and 
science have fused to create mechanika - magically powered 
and enhanced machinery. The pinnacle of which are the 
mighty steamjacks - steam powered auto matons with magical 
brains, used for a variety of roles including heavy and 
dangerous labor to the vanguard of a military force. 
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"The nations of the Iron Kingdoms have enjoyed a long 
tradition of violent warfare. Born in conflict, they continue to 
feud to this day, ever escalating the power level, and ever 
increasing the stakes for which they war. In our present day, 
new forces are making their presence known, such as the 
mysterious Skorne invaders from the unexplored east or the 
mechanikally enhanced undead legions from the island of Cryx. 
Cygnar, Khador, Llael and Ord, stand fast as the human 
kingdoms, fighting with each other while holding off the 
encroaching threats. Traditional fantasy races - the elves and 
dwarves - also play significant roles in the IK as both allies and 
enemies to the more populated human kingdoms. Within the 
kingdoms, but without territory of their own, roam the goblins, 
ogrun, and trollkin - non-human races who have become 
civilized enough to begin to integrate with human society, 
albeit most often on the fringe at best. 


"The Iron Kingdoms challenges the notions of traditional 
fantasy while still placing you in a world full of magic and 
danger. You will not find generic sword and sorcery here. The 
world has been meticulously designed, and feels, breathes, 
and lives like a true world unto itself. 

For those wanting the first taste of the exciting new steam 
RPG world, Privateer Press has released Monsternomicon, a 
book detailing the monsters and denizens of the Iron 
Kingdoms. While some might look at releasing a book of 
monsters before other game play rulebooks as backwards, 
Wilson said it was a conscious decision designed to ensure the 
core rulebooks are done right. 


"We want to make the Campaign Guide as good as it possibly 
can be. Some folks might see our approach as backward, and 
others might get impatient at waiting for what they feel is the 
critical information necessary to play in the IK, but we have 
been committed since the beginning to creating the best 
gaming environment available, and that means taking time to 
do it and not rushing a product to market just to grab a few 
dollars before there's no room left on the band wagon," said 
Wilson. "We started with a story - the Witchfire Trilogy - and 
our world grew from there, one piece at a time. We are 
publishing the background, the setting, etc. as we have it. 
Monsters came together before the world setting, so we put 
out the Monsternomicon first. It makes sense to create your 
inhabitants before you create your geography, your religions, 
etc. or else you end up with holes. We create with the 
character as the center point - the most important aspect - of 
the world. From there, the setting grows around it, unfolding, 
and supporting the characters that are the focal point of any 
story." 


Wilson does ensure more is to come to flesh out the RPG world 
for players. 


"Actually, the next product out is: Lock and Load: Character 
Primer," said Wilson. "Lock and Load is a series of short books 
that Privateer will publish on an irregular basis. The first Lock 
and Load will include race, class, and religion information, 
geared towards allowing players to create characters and 
begin playing in the Iron Kingdoms with the basic knowledge 


of any IK inhabitant. This will pave the way for the Campaign 
Guide, coming a few months later, that will greatly expand the 
information for the world, giving in depth history of the IK, 
descriptions on the environments, politics, cultures, weapons 
and gear, and what is to come in the future. However, the 
Character Primer will contain a full color foldout poster map - 
for once, each player can get his or her own road map. 
Everybody knows that gamers love maps." 


As for developing both an RPG and miniature game on an 
almost parallel course, Wilson said that was always the plan, 
hinting more is yet to come. 


"As for plans for doing an RPG and a miniatures game - yes, 
that's always been the plan," he said. "But,we've barely 
scratched the surface of what you'll see from the Iron 
Kingdoms." 


The idea for Iron Kingdoms to spin into War Machine as a 
miniatures-based game, an approach which initially came 
quickly but has taken time to flesh out into a product to offer 
gamers. 


"We knew from the beginning of creating the Iron Kingdoms 
that it would make a fantastic environment for a miniatures 
game," said Wilson. "The concept came to us very quickly, but 
we have been working on it now for well over a year, and it'll 
be nearly two years by the time the game releases." 


Helping take War Machine from an idea to reality was the 
arrival of Mike McVey to the game development team. 


"The biggest factor was finding Mike McVey. There's no way 
that War Machine could be made without him," said Wilson. 
"He's a brilliant sculptor who has the ability to do fantastic 
technical and straight line sculpting, perfectly suited for 
something like a steamjack." 


The miniatures for War Machine create the miniature game 
environment, but also create role playing game options using 
the same miniatures. 


"The miniatures are being produced for War Machine, though 
there is a great deal of crossover in the factions to RPG 
relevant subject matter," said Wilson. "For instance, very early 
on you will see mechanithrall, the Iron Lich, and Satyxis. 
Character types such as Menoth Paladins, Cygnar Riflemen, 
clerics and assassins will also appear. So, while the miniatures 
are being designed expressly for the purpose of their roles in 
the wargame, much consideration goes into them to make 
many viable additions to an RPG collection as well. Nyss, trolls, 
and several other monster types will be forthcoming as well, 
though further into the future." 


Wilson said without quality people a small company entering 
the competitive world of RPG and miniature gaming would 
have a difficult time getting its foot in the door. 


"We've attracted a number of people to our projects, all that 
are extremely talented individuals," he said, adding the ideas 
for Iron Kingdoms and War Machine helped attract good 
people. "I believe we did this by making good products, and 
doing so with integrity. "Everyone wants to be part of 
something that they can believe in and be proud of, and 
Privateer offers that opportunity to the people that have joined 
our cause." 


That being said there have still been hurdles through the 
development stage. 


"Of obstacles, there are many," said Wilson. "Time, finances, 
manpower S those are all major obstacles. 


"As a small company, our resources are not vast. We're able to 
do what we do because we all have a variety of skills that 
contribute to creating a product. But we have the highest 
standards in quality, and for that reason, there is never 
enough time, money or manpower." 


While manpower may be an issue at times, it hasn't stopped 
the company from planning an aggressive schedule of releases 
on the War Machine miniatures side of the equation. 
"War Machine is a full size battle game and will feature a 
complete compliment of troops such as riflemen and cavalry," 
said Wilson. "There are also plenty of specialists, such as 
snipers, mechanics, spell casters, etc.. 


"However, armies are built around your warcasters and their 
warjacks, making army composition very different from 
traditional wargames." 


With a full size battle game on the horizon, fans can expect to 
see a lot of minis coming down the pipe in the near future. 
"It's pretty aggressive, actually. The four armies will all release 
at the same time, ready to play in small groups," said Wilson. 
"Four weeks later, the main rulebook will release, along with a 
slew of individual blistered figures. Releases of four to eight 
blisters/month are planned after that, and those releases will 
grow over time as _ our capacity increases." 
In the end it will be the gaming public which determines the 
success of the new world setting and the games that spring 
from that setting. So far gamers seem to like what they see, 
said Wilson. 


"The reaction was overwhelmingly positive," he said. "The 
figures look great, which is easy to see. But people also loved 
the game. They'd sit down for a 20 minute demo and walk 
away talking about how much_ fun they'd had. 
"It's not just a pretty game, it's a fun, fast, dynamic experience 
that gives you opportunities to do things in a miniatures game 
that might not have happened before." 
Beyond gaming opportunities, Wilson said he hopes the quality 
of the miniatures will also be a positive with players. 
‘For one, the quality of the miniatures is absolutely superb 
across the board," he said. "There are no crappy minis, and we 
won't sell any that are - ever! 


"We've also tapped into a genre that hasn't been explored in 
miniatures games yet - the steam powered fantasy world. Six 
ton magic robots and steam powered armor - that's the stuff 
of War Machine. 


"So we have something new to offer. The game itself is fun. 
It's fast, dynamic, and easy to learn without being overly 
simple. It rewards great strategic skill because of the unique 
resource management mechanic, and at the same time gives 
so many different options that your tactics can change in every 
game. 


"Oh yeah, and the miniatures are freakin’ great! Did I already 
say that?" 


Interview by Calvin Daniels 


